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This is BE \ 


The D2 roleplaying game from the genius that is Jeff Freels! Rules, Sourcebooks 
and Adventures available from Fabled Worlds at DriveThru RPG 


With the basic rules, you can 
transport your players to any 
fantasy setting. There are 
sourcebooks that will let you 
explore the world of the 
Beanfolk, Terrafavus, or take 
one small step into the 
Beaniverse. 


4 


There are solitaire adventures 


that you can explore on your There are GM adventures 
own in diverse settings from written by well-known fantasy 
dank castle keeps full of dark authors such as Mike Holcomb, 
magic to sun-baked deserts ‘Mad Roy’ Cram, and even the 
that are the home to TrollGod himself, 
monstrous creatures and other Ken St.Andre. 


places besides. 


A GM Adventure 


By ‘Mad! Roy Cream 


You Pepin 
for BEAN! The D2 Role. For BEAN! The D2 Role-Playing Game 


(9 \ Is a super little game for all the family to enjoy. 
ba pci 


So, go toss yourself some beans today! 
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EDITORIAL 


Yippee! We did it... well sorta. As promised we deliv- 
ered another brand new issue of TrollsZine in only a 
few months. Of course, the original promise was to 
bring you more than one issue in the same calendar 
year and if the stars are right and everything goes as 
planned, we'll have another issue out by autumn. So 
far though, I am very optimistic about our magazine’s 
future. 


That being said, producing this issue was by no means 
a piece of cake. The original release date was for the 
last week of March, but due the entire editorial team 
being plagued with a plethora of calamities and woes, 
we had to push back the release date by an entire 
month. Unfortunately we missed that date as well, but 
by golly, we didn’t miss it by much! The real question 
right now is how many issues do we want to release in 
2024? Originally we planned to do three, but because 
of where we are right now, and because our medical 
nightmares have not yet ended, we think that two is- 
sues in 2024 is a more achievable goal. Look on the 
bright side though, you still got three issues in less 
than 365 days. 


Before you bemoan the cruelty of fate, let me just say 
that this is an awesome issue! We got plenty of good 
things in store for you. I’m not going to list them all 
but I will cover some highlights. In this issue we have 
an interview with Patrice Geille who spearheaded the 
French Translation of T&T. We have an excellent 
Monsters! Monsters!™ Solo by John Wyatt, who most 
of you know as “Houndle” on the TrollBridge. We 
have a new d6 language chart by Mark Wrynn for 
those who dislike d10’s intruding on their mostly D6 
only game. Ken St. Andre and Steve Crompton have 
decided to once again gift us with another playable 
free preview of their current KickStarter project. It’s a 
comic book and GM adventure combo that’s a pretty 
neat and innovative idea. Lastly we have Hard Boiled 
Horrors by Thomas Pugh for his Zenith City setting, 
which is a sort of film noir meets fantasy game world. 
It reminds me of that old movie “Cast a Deadly Spell” 
but mixed with “Airplanes” zany humour, very nifty. 
Well, I think I’ve wasted enough of your time, so with- 
out further ado, lets get on with the show! Thank You! 
-Dan 
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Abreviations 


STR — Strength 

DEX -— Dexterity 

CON - Constitution 

LK - Luck 

IQ/INT — Intelligence 

CHR - Charisma 

WIZ — Wizardry 

SPD — Speed 

WT - Weight 

HT - Height 

DARO - Doubles add and roll over 
TARO - Triples add and roll over 
MR - Monster/Mankind Rating 
HPT — Hit Point Total 

AP — Adventure Points 

EXP/XP — Experience points 
LV - Level 

PC — Player Character 

NPC —- Non Player Character 
GM - Game Master 

L# — Level number. L3 is level 3 
SR - Saving Roll 


L#SR — Level of difficulty for a Saving roll. A 
L3SR s a level 3 saving roll 


GP - Gold Piece 

SP — Silver Piece 

CP — Copper Piece 

T&T — Tunnels & Trolls 

M!M! — Monsters! Monsters! 

MSPE - Mercenaries, Spies & Private eyes 
TTYF — Take That You Fiend 


NYSMNYD —- Now You See Me Now You 
Don’t 


FB/FBI — Flying Buffalo 
"— Feet 
"— inches 
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DOES A DEAD SPACEMAN MAKE A 
POOR SALESMAN? 


THIS POOR DEVIL DIED BEFORE BEING FOUND 
DON'T LET YOUR PRODUCT RISK THE SAME 


CUSTOMERS WILL NOT BUY WHAT THEY DON'T KNOW EXISTS. 


ADVERTISE m fr line! FOR || = = 


CONTACT US BY CLICKING HERE AND LET US HELP GET THE WORD OUT 
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I am sure that most readers of Trollszine will know exactly who this article is talking about, however, if a 
few of you respond with a forthright, “Who’s he?” then my efforts to engage you will not be in vain. It was 
Patrice Geille, who brought Tunnels & Trolls™ to the french-speaking world when, in 2012, he published 
T&T 8th lee in French, naturally. However, this was not just a straight translation of the current English 
? ae edition available at the time but a significant overhaul involving Rick Loomis and 
Ken St. Andre. There was new material added and new artwork from Liz Danforth, 
created exclusively for this version! The TrollGod himself was even heard to 
at the time of its publication. Following the 
appearance of the rule-book, Patrice and like-minded colleagues; under the nom-de- 
plume ‘Grimtooth’, have continued to produce more material in French for T&T. 
Sometimes these are translations of well known works in English: Buffalo Castle, 
Naked Doom, and Goblin Lake, to name a few, but there have also been new, original 
GM adventures and even a 300-page, hardback ‘Le Livre de la Terre des Trolls’, literally The Book of 
Trollworld. Everything produced by Patrice has been conspicuous for the use of incredible, professional 
fantasy art by the likes of Liz Danforth and Simon Tranter as well as many French artists you may not have 
heard of, while, at the same time, maintaining extremely high production values. I myself have, in spite of my 


describe it as ‘the best edition yet,’ 


The Array of French T&T 
Products Currently Availible 


The Cover of French T&T 


schoolboy french being some 40 years behind me, purchased all of the available products. Like my wife, I 
suspect you’re asking, “Why Sid?” and I can only say that they are things of fantasy role-playing beauty which I can look at, enjoy the 
mere existence of, and hope that one day Patrice might publish them in English. This then, is the man I have interviewed on your 
behalf. I hope you enjoy it and I can only apologise if there are any questions you would like answers to that I failed to ask. 


Sid: 

OK, so I suppose the first thing that I should ask you, is to tell me 
a little bit about yourself? 

Patrice: 

What should I tell? 

Sid: 

Well, I've always assumed you were French, but I don't know that 
for a fact, even though you've been the driving force behind 
French T&T. 

Patrice: 

Yes, I'm French. I'm also German as a matter of fact. But I've 


been living in France for the bulk of my life. I came into contact 
with T&T through a Franco-British friend of mine whose parents 
were in France at the time, and his father was from Guernsey, so 
he was educated as a bilingual child and he had a copy of T&T, 
the British version. You know, the small book with the yellow 
cover. I found that quite fascinating at the time, and I asked him 
to show me how it worked and that's how it started, and I think I 
was at that time nine or ten years old. 


Sid: 
You're a bit younger than me I'm guessing, but when would that 
be? 
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Patrice: 


I'm 51 now. 

Sid: 

You're 6-7 years younger than me. I picked up that rule book in 
1980. I remember it very, very clearly. Somebody at school, etc, 
etc, and then I think I started playing one of the solos, Beyond the 
Silvered Pane, and that was it. I was hooked and had to go and 
buy some more of the solos immediately. That's what I remember 
most. 

What were you playing then? Was somebody GMing or were you 
using the solitaire adventures? 


Patrice: 


You know, obviously at the start I 
had to learn the rules of the game. 
So, my friend had to GM all the time 
and he had no idea. He loosely based 
his adventures on Buffalo Castle, and 

I think he also sort of GMed the soli- 
taire adventures for me at the time 
as well. 

The snag was it wasn't translated 
into French at the time, and I 
couldn't speak or understand any 
English, so I had to pick up a dic- 
tionary and try to understand what 
was inside the rule book. And it's 
only maybe two or three years later 
that I came to learn English at school 
because I started with German, obvi- 
ously. 

So, that was a problem, it wasn't actu- 
ally translated into French before 
1984. I had access to a French version of 
Buffalo Castle, Castle Ward, the rule 
book and then there was Naked 
Doom and Deathtrap Equaliser. And 
we never saw anything else in -—== 
France apart from that. Unfortu- 
nately, the company that translated T&T 


products into French went bankrupt after only one or two years, 
so I was on my own and I played many solitaire adventures and 
every time I had the opportunity to, I showed these to friends and 
tried to explain the rules to them and I would be a GM most of 
the time. I used the City Books at the time and in part, also the 
Traps books, you know, to shape and create GM adventures for 
my friends. But there weren't any fully fledged GM adventures 
for T&T at the time. I had to invent my own adventures. 
That's how it started, and I always had a soft spot for T&T, and 
much later I studied law and translation, so I was quite capable of 
translating it and I just thought since it's a hobby, why shouldn't I 
try and translate it into French myself? So 
that's what I did. 


Sid: 
That's a lot later, presumably. 
Patrice: 


Yes, I was almost 30 years old when 
I thought about doing that, and I did 
that for myself, for my own pleasure. 
And I thought, well, I could also 
translate a few Solo adventures. It 
would be more fun to have them in 
French rather than trying to translate 
it from English while playing. You 
know, because when it's already 
translated into French, there's no 
work to do. It's 100% fun. 
SS = Then I contacted Liz Danforth. I 
mee don't know why. I just tried to do 
RAS something. I contacted her and it 
. turned out that she was still inter- 
ested in T&T and that she was will- 
ing to do new illustrations for the 
game. And Rick Loomis didn't say 
no when I talked to him about a 
French version. But his initial idea 
was just to print something in French. 
Without doing any real work on the 
French version. He wanted to just take 
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my Word file and maybe print it, and that | 
was all. I had something better than that in 
mind and I contacted Steve Crompton, 
and he was willing to do the layout. 

I was crazy enough to invest the money to 
do the layout, to do new illustrations with- 
out knowing if there was any market for 
it, and obviously I had no experience in 
the gaming industry. 

But I tried. 

Sid: 

Is role-playing not as big in France as say 
it is in the UK or the US? 


Patrice: 


Well, there were several periods in France, 
I suppose, just like in the UK, I would say 
that starting in around 1990 role-playing 
games faced a big crisis. In France at 
least, this crisis went on and on for years 
and the whole industry lay sort of dor- 
mant. It was reactivated, I think, about the 
time when I started the French version in 
2010. Actually, the book was published in 2012, but approxi- 
mately at the same time, we saw a revival of the gaming industry 
in France. There used to be a very big magazine for role-playing 
games. It was called Casus Belli. The magazine disappeared for 
years and when I started again with T&T, the magazine was re- 
booted by a bunch of passionate fans, and it still exists today. I 
think the gaming industry is still blooming in France. 

T&T is really a very, very small part of that. You know, I've been 
publishing the whole product line in French within the frame- 
work of an association that is a not-for-profit organisation. We 
don't have any marketing tools; we don't have a team. It's 
just a bunch of people who are fans of T&T and who are 
willing to finance the different projects. 
Every time we have enough money, 
we just start a new project and con- 
tact illustrators and do the layout and 
so forth. That's how we work, but 
we work like artisans. You know 
what it’s like? 

Sid: NS 
Yeah, it's a bit like that, with myself 
and the other guys at TavernMaster 
games. We just chip away and try and 
produce something with as high produc- 
tion values as we can. Things don't neces- 
sarily get produced very quickly, but 
they're definitely produced with love and 
hopefully we maintain the quality as high 
as possible. 

Patrice: 

And it's good quality too. It's just a pity I 
can't translate everything and publish = 
everything because I've had half a mind 

of translating some of your stuff. 


Sid: 
You would be welcome to all of it. 
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We're not looking to make money. Is there 
money in T&T? Probably not. Certainly 
not at the level we are. How many people 
: » are there in France do you think that are 
genuine fans like you and I? 


Patrice: 

You mean genuine fans of T&T? 
Sid: 

How many people play it? 
Patrice: 


It's difficult to guess but based on the num- 
ber of rule books I sold; I would say at 
least 300. I sold more than 300 copies. And 
besides, there's also a short version of the 
rule book, available as a PDF file and you 
can download it for free on  Driv- 
eThruRPG. And it was downloaded thou- 
sands of times. So, the people who down- 
loaded that version of the rule book are ob- 
viously not fans, or at least the majority of 
the people who did that are not fans. 
They're just people who wanted to discover 
the game, wanted to have a look, and wanted to try and see what 
it was like. But three hundred people seems a reasonable number 
for the actual number of gamers who play T&T in France. It's not 
very many. 
Sid: 
What about the big worldwide games? D&D, Runequest, 
Pathfinder etc... Are these things big in France like they are in 
the US? 


Patrice: 


You know, I don't have the numbers because I don't work 
for that industry, so I wouldn't know. I just say it's big 
enough to have a magazine that is published every 
other month. It's a big magazine too with 
more than 100 pages and there are so 
many forums and groups on the internet. 
So, I would say role-playing games are 
known in France and are played by 
many people and that sustains a num- 
ber of stores that specialise in RPGs 
too, and since they are still flourish- 
ing and not bankrupt, I think it's fair to 
say that many people are into role-play- 
ing games in France. 

SLi Sid: 
m= OK. So, like elsewhere, T&T is a bit of 
a niche market, but loved by the people 
who are involved with it. 


Patrice: 


It's definitely a niche market, but the 
fun thing about T&T is that whenever 
people discover the game they are in 
for a big surprise. Almost all of them told 
me afterwards: “I only knew that T&T 
was the second game in RPG history. 
Apart from that, maybe I knew that 
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you could also play solitaire adventures, 
but I had no idea what the game itself was 
like and what the universe, the setting was 
like”. When they read the books I've pub- 
lished in French they are really surprised. 
And they all tell me, “Whoa’, in fact, it's a 
wonderful game. I didn't know that. It's 
fantastic. It's maybe not my preferred 
game but, I'd definitely like to play it”. So, 
they are very enthusiastic once they 
known the rules. 


Sid: 
What are your plans for T&T in French? 
Patrice: 


You know of the official T&T website? I 
don't know if you're aware of that. You can 
find it very easily by Googling it. You will 
see there's a French website and all the 
news is on that site. Also, I have a Face- 
book official page for T&T 8 where you 
can read the news and the good thing 
about the website is that there is a button, 
you just need to press it and you can have the site automatically 
use Google Translate to see it in English. It's not a perfect transla- 
tion, but at least you can have some idea of what's going on in 
France and what the projects are. But I can tell you that this year 
I'd like to publish a new GM screen. Simon Lee Tranter created a 
fantastic illustration in three parts 
for the screen, so that will remain ;/)\ 
as it is, but we have new text for \ 
the flip side of the screen. I want |) 
to make it shorter and more usable 
in the course of the game, so that's 
the first project. 

The second project is already fin- 
ished. It's a very small project. It's just 
about making available a PDF version 
of the T&T 8 rules. So now it's done. I 
was very reluctant with my friends at 
Grimtooth [that’s the name of our or- 
ganisation] to put out a PDF version of 
the game. But we made the decision that 
it's been more than 10 years now since 
the rule book was released. So now is the 
time to publish a PDF version. So that's 
done. And with one of my friends, we are 
in the process of writing a new GM adven- 
ture for T&T. The last one is called 20,000 
Leagues Under the Earth. It's a major GM 
adventure. It's almost a gaming campaign; 
you could play at least 10 sessions with 
this book. It's more than 70 pages long. 
The new project is, of course, much 
shorter than that, and the idea is to have it 
published in one of the magazines that are 
interested in role-playing games. We are 
working on that now and ideally that 
would serve as an introduction to the scenario we 
wrote together but we'll see about that. 
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par 
Ken St. Andre 


There are other projects, including a new 
tule book. Well, it's not exactly a rule 
book. It would be a commentary on the 
rule book or a supplement to the rule 
book, because over the years, we've re- 
ceived many, many questions about the 
rules. It has become obvious that certain 
parts of the rules were not as clear as we 
thought. Of course, I only made a transla- 
tion of the rule book based on the 7" edi- 
tion, with some chunks of the 5" and 5.5". 
There was some new text by Ken because 
I was constantly in contact with him and I 
would ask him questions about what he 
was trying to say, and of course, that's not 
only a translation but there was maybe 5 
or 10% new text overall. It still needs clar- 
ification and there is some space I think 
for additional rules. 
For example, I'm just thinking about tal- 
ents or specialists, and I wasn't 100% sat- 
isfied with the Deluxe edition, which I 
think is way too long and it mixes Troll- 
world and the section with the rules. It's much too thick a book to 
be really palatable for me. I think that there was a mix of ideas 
that came from people other than Ken, and it wasn't fully thought 
out maybe. 
|, I'm just saying out loud what many 
AN _~ T&T fans have been saying for 
: ~~ years. So, since I wasn't really 
7 _ completely satisfied with the 
Deluxe version, I have been think- 
ing for several years about “T&T 
Plus” or additional tome of the rule 
book to clarify things and to go a bit fur- 
ther where it may be necessary or useful 
to do so or just for sheer fun. 
That's a big, big project. I don't think I 
will be able to publish it this year because 
| we have no illustrations so far for that 
new book. And I know that it takes 
someone like Simon Tranter at least a 
year to make them all. The text is fin- 
ished, but it's not honed, it's not 100% 
final so it still needs some reworking. I 


think that's rather a project for next 
4 year unfortunately. 
Sid: 
And any plans in the meantime? Maybe to 
translate some of the older classic pieces 


of T&T into French like you've done Buf- 
falo Castle and Naked Doom? 


Patrice: 


I started to translate the Solitaire and GM 
adventures I liked most, based on re- 
vamped versions by the authors. For ex- 
ample, when I translated Dark Temple by 

Stefan Jones, it was not just the classical book 
that's available in English. I wanted him to tell us more 
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about his world because he built a whole 
world around that temple, and I wanted it 
to be part of the T&T world, which was 
possible. We made a map for that island, as 
part of Trollworld. Stefan wrote several 
pages about the whole region. We added 
additional scenario ideas with a friend and 
in the process of translating the text, I no- 
ticed there were a number of inconsisten- 
cies and mistakes. It happens all the time 
when you translate, it's like you take a loop 
and you see everything under the magnify- 
ing glass of your brain trying to translate it 
to be 100% sure you understand every- 
thing, and you convey it correctly in 
French and during that process you always 
see mistakes. So that was the case with 
Dark Temple too. Every time I translate 
something new, like I did for Buffalo Cas- 
tle, for example, I tried to add something 
novel like the map and the supplements at 
the end and the scenario idea which I was 
able to talk about with Rick. We talked 
about having an introductory scenario and not just a dungeon 
where things happen, and it has no logic to it, and I added some 
paragraphs with him. We talked about Buffalo Castle with Liz 
and with Ken too. And every time we do a new project we would 
try and talk with the people who made T&T way back so as to of- 
fer a product that is better than the original. I think that I used 
most of the translation ideas I had when I started. 


I wanted to do Naked Doom. I wanted to do Dark 
Temple, Goblin Lake. I always found 
that Goblin Lake was a very fine 
mini-solo and I was one of the very, 
very few people who knew that Ken 
had written a new version of Goblin 
Lake, an improved and lengthier ver- 
sion, so I used that version to do the 
French book, and added a story about 
the origins of the goblins at the time, 
which was written by another American 
guy. So, I was always able to collect lots 
of material to do every solitaire or GM 
adventure. 

For the future, though, I was thinking 
about maybe doing a French version of 
T-E.R.R.O.R. Trollgod's Exciting Ran- 
dom Rooms of Ruination. 

And it is in fact a revamped version of 
Deathtrap Equaliser. The situations are 
not the same. Sometimes they are 
slightly similar, but it's a new solo using 
the same concept, so I'm translating it 
now into French. There was a version 
that was published by Outlaw Press and 
there was also a version published by 
Fiery Dragon, the Canadian company which 
published the 7" edition. So now I'm think- 
ing about making a new version of that in 
French. But we'll see. There's a big issue ( 
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with intellectual property rights. So far, I 
haven't been contacted by the new intel- 
lectual property rights owners, Rebellion 
in the UK. You know that. 

Webbed Sphere transferred the IP rights to 
Rebellion, I think it was about one year 
ago or so and although I found that the ap- 
proach of Rebellion seems to be very 
open minded, so far, I haven't heard any 
news from them. So, we have to see what 
we can work out with them before trans- 
lating some old T&T GM or solo adven- 
tures because they obviously own the 
copyright on the text and perhaps also on 
the artwork. 

Translating stuff by TavernMaster Games 
would be a completely other story, of 
course, because the copyright is owned by 
the respective author. You have written a 
number of solitaire adventures Sid, and 
you are the owner of the copyright. So, if 
I were to translate something that you 
wrote into French, then I would just have 
to ask you, and that would be very easy. 


Sid: 

You'd be more than welcome to. 

Patrice: 

Yes, yes, I know, I know. 

Sid: 

It's whether you have enough hours in the 
day, I would imagine. 


Patrice: 


Yes, because it's a very long process, 
you know, to translate stuff like that. 
People think it's automatic and you have 
a number of automatic translation tools 
available online without having to buy 
any software, but those tools are very 
bad. When they don’t make mistakes — 
and they do make mistakes— the text you 
get at the end of the day is very bland, is 
very dull and you don't really want to 
play a game based on that kind of text. 
So, I have to translate it like I've always 
done; it's time consuming, because the 
text has to be sexy and it has to be 
funny, it has to be clear, and it has to be 
sexy. All at the same time. 


Sid: 

Absolutely. But it must be almost as 
hard as writing the original article in the 
first place. 

Patrice: 


Yes, and it has to be something that's 
adapted to the French mindset. Sometimes there are 
things that are perfectly OK in American English, for 
example, and fun for Americans, but when you have a French 
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public, it needs to be something slightly different, 
and you have to adapt lots of things. There are al- 
ways some pieces of new text when you translate 
something, so it's a long process and I'm not sure I 
want to translate anything that was made in the past 
now. 

I was thinking maybe about City of Terrors or Sew- 
ers of Oblivion, the things that Mike Stackpole 
wrote for T&T. There were things that I liked very, 
very much about what he wrote, but then it would 
have to be, I think, rewritten, reshuffled and maybe 
it would have to be merged into one single book. I 
could very well imagine a solitaire adventure about 
Gull mixing all the solos that were written by Mike. 
That would be more interesting than trying to trans- 
late each individual solo. Well, there are lots of parts 
that I don't like in in them, and I would like to put 
them out and only keep the best. Obviously, I would 
have to get his approval for doing that and secondly, 
I would have to get the permission of Rebellion, the 
IP rights owner. 

Sid: 

All of us would love to know what Rebellion are thinking and 
what they're planning. Sadly, whilst they seem to be interested in 
doing a good job with T&T, we have no idea what direction 
they're going to take it in really, do we? 


Patrice: 


Yes, unfortunately, we don't know yet. I was under the impres- 
sion that they were trying to rethink the rule book and they 
wanted to publish a new rule book, maybe with a better presenta- 
tion and a better structure, which would be a good idea. And 
maybe they could also re-illustrate the whole thing or add new il- 


lustrations. Maybe this time not by Liz but by some- 
one else to give a new look and feel because you 
know, every time new gamers discover T&T, they 
tell me how it's an old school game. In my opinion, 
T&T is not part of the OSR category because the 
whole mindset of the game is very far from the war 
game approach used by D&D, for example. T&T 
was always more narrative. I don't know if you're fa- 
miliar with the term in the UK. Well, that's a term 
that's very much used in France. Narrative. It's like 
the old ad said, T&T is more about role-playing than 
roll playing. It's about playing a role. It's about really 
playing and not turn by turn. The approach is com- 
pletely different, but many people get the impression 
that T&T is part of the OS because of its black and 
white illustrations and old school layouts. Maybe 
Rebellion are thinking about publishing a rule book 
in colour with a new style of illustrations. That 
would be completely understandable and feasible to 
do. After all, if you look at what the Japanese have 
made, you have a manga style to the look and feel of 
most of the T&T books that they published. Some- 
times they use the original American or English illus- 
trations, but sometimes it's completely new and it's quite fun to 
see. 
Sid: 
Well, I'm conscious that I don't want to take up too much of your 


time, so I think that I'll say, Patrice Geille, thank you very much 
for talking to me and goodbye. 
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of Ne ot ok of ye ere = 
flovy diditstart tor you? 
My first hooks into T&T adventures and writing 
By D. Martin Mullan 


When I was 8, it started with the medusa - she terrified me —snakes for hair! And that wasn’t the worst part; a slithering 
body of a serpent with an ability to petrify those who looked into her eyes (it was only much later that I learned the word 
“petrify”). By then I was hooked on “monsters” and heroes. 

A few years later I found Tunnels and Trolls™ at a local game store. The book rack held dozens of inviting RPG rule- 
books and adventure modules, including 5" edition T&T with Liz Danforth’s fantastic cover art. I still look at that illustra- 
tion and wonder how many (if any) of the adventurers survived that attack by the troll (and did other trolls creep up from 
behind?). 

When I saw the T&T solo adventure #3, Labyrinth, I was over the moon. Two of my passions in one book! At only 19 
pages, written by Lee Russell with a Danforth cover, it gave us a chance to test ourselves against the creatures of Greek 
myth like the heroes Perseus, Theseus and Heracles. I got good value out of that adventure though I confess to “rerolling” 
a few Saving Throws... 

Life went on and I didn’t play any RPG for years. It was only when COVID hit in late 2019, during the shutdown, that I 
chose three new activities to fill my time. Two of those activities were: (i) to learn about my birth country’s mythology 
(Irish), and (ii) to write a solo adventure for T&T. As I wrote, the adventure evolved to combine these two into one, Irish 
mythology and my small homage to the T&T adventure, Labyrinth. 


Irish myths and folklore are not well known, at least not as well as Greek, Roman, Norse, or Egyptian. Some creatures 
from Irish myth are familiar, e.g., the banshee, the leprechaun and the merrow. And other Irish creatures may have in- 
spired stories, such as the Evil Eye of Balor (Sauron’s eye?), eternal fae whose home is an undying land in the West 
(sound like Tolkien’s elves?), the Dearg-Due or “red blood sucker” as a possible influence on Bram Stoker’s Dracula, and 
the terrifying creatures of the fae (transformed into the childlike fairies). 
For my adventure module, I chose the title A Listener in the Woods from an ancient Irish story, called The Instructions of 
King Cormac about a 3™ century king. In this story, Cormac gives advice to his son Carbery, who is about to become 
king: 

"O Cormac, grandson of Conn", said Carbery, "What were your habits when you were a lad?" 

"Not hard to tell", said Cormac. 

I was a listener in woods 

I was a gazer at stars 

I was blind where secrets were concerned 

I was silent in a wilderness... 
I read, wrote and edited throughout 2020. I contacted Steve Crompton to ask if Flying Buffalo Inc. (FBI) might publish 
my module and after some back and forth, it seemed we were good to go (FBI had just released Mythic Ireland by John 
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Briquelet at that time, so the stars were in alignment). John provided a quick review of my adventure and gave a “thumbs 
up” to Steve. And just then, FBI was sold... 
I decided to publish Listener in the Woods on my own. Thomas Pugh (of the fantastic introductory solo, The Necropolis 
of Death) generously offered to do a play test and provided some notes to improve my adventure module (thanks again 
Thomas!). 
I’m happy that my first adventure as a writer is out in the wild though I’ve found some errors since publishing; the advice 
of “write, then read, then edit and edit and edit some more because there are still mistakes!” is solid. I hope people have 
fun with it and learn something new at the same time (it’s why I included a 3-page Appendix on the Irish gods mentioned 
in the adventure). 
I’m currently writing a follow up to A Listener in the Woods (a GM adventure called the The Corruption of the Blood God 
that I want to publish in 2024) and a solo module called Wizard Wanted, an introductory adventure for ... newly gradu- 
ated wizards. 
I’d like to credit those who developed our wonderful hobby, starting of course with Ken St. Andre, then Liz Danforth, and 
others during the earliest days and Steve Crompton, who somehow still seems as busy (are we sure Steve is 100% hu- 
man?). And of course, to the many others that create and support material for T&T, Monsters! Monsters! and related pub- 
lications, including the excellent Trollszine. 
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Novo Stunts 
for Ximuria 


by Neil Robertson 


This is a list of stunts I created for my Ximuria™ campaign on the Trollbridge, presented with those in The Lair of the Leapoard 


Empresses™ for easy reference. 


Attribute Low 
Knockdown* 
SIR Brutal Attack 
CON Vigorous Assault 
DEX Degrade Attack 
SPD Lion's Charge 
LK Lucky Strike 
IQ Know Your Enemy 
WILL Battle of Wills 
Demoralise Your Foes, 
CHR Distract Foe, Fierce Roar, 


Know Your Enemy 


* Can be a medium stunt also. 
** Expanded to allow LK as well 


Battle Aid Another (Ya Ken, Do 
Ya?) 

In the heat of battle, you try to provide 
tactical advice and warnings to an ally. 

IQ or CHR SR at opponent's level. 
MEDIUM RISK. 

Success: Enemy loses 4% HPT this round. 
Failure: Your ally loses % HPT this 
round. 

Fumble: Your ally has 0 HPT this round. 


Battle of Wills 
Lock eyes with an opponent and stare 
them down. Whoever blinks, 


pays the price. \_ Aon 
WILL SR at Fo On 
opponent's level. yee 
LOW RISK. bs JER 
Success: Enemy loses % HPT LuINS 
this round. Z 1g § 


Failure: No effect. y: @ o \ 
Fumble: You blink and you — 
lose % HPT this round. 


Berserk Fury 
Not just berserk. Not just fury. Better 
make it count. 


Medium 
Disarm, Mighty Strike 


Headbutt 


Disarm, Bypass Armour, Disengage 
From Combat, Fight Defensively, 
Targeted Attack, Kick Shin/Knee 


Disengage From Combat, Kick 
Shin/Knee, Panther Strike 


Disengage From Combat** 
Lucky Call 


Battle Aid Another 
Ferocious Will 


Battle Aid Another 


STR SR at opponent's level. 

HIGH RISK. 

Success: Subtract twice your combat dice 
roll total (no adds) directly from your op- 
ponent's CON even if you lose the round. 
Failure: Major muscle strain: take 1d6 
CON damage. If you are a fighter, you do 
not double your armour protection. If you 
are not a fighter, your armour is 4% effect- 
ive for this round. 

Fumble: You accidentally hit an ally, 
dealing your full HPT directly to their 
CON. If you are fighting alone, take 2d6 
CON damage and lose all armour protec- 
tion this round. 


Beyond the Ken 

The action defies description and con- 
sciously or not, is accompanied by a 
prayer to the mercurial grand creator. 

LK SR at opponent's level. 


(A _ HIGH RISK. 


Success: You do twice your mélée combat 
dice roll in damage which is subtracted 
directly from your opponent's CON even 
if you lose the round. 

Failure: Lose your HPT for the current 


High 


Attack Weapon, Shield, or Armour, Berserk 


Fury 
Sturdy Barrage 


Tear Bits Off Armour, Leaping Attack, 


Whirling Dance of Rage 


Cheetah's Sprint 


Beyond the Ken, Fighting in the Dark, 


Leaping Attack 
Battle Tactics 
Cobra's Stare 


Battle Tactics 


combat round. 
Fumble: You take 3d6 points of CON 
damage. 


Brutal Attack 

Berserk or fury, not both. 

STR SR at opponent's level. 

LOW RISK. 

Success: Half your mélée combat die roll 
total is subtracted directly from your op- 
ponent's CON even if you lose the round. 
Failure: No effect. 

Fumble: Take half your opponent's mélée 
dice roll in damage, even if you win the 
round. Armor works, but fighters do not 
gain their bonus. 


Cheetah's Sprint 

You are a blur of speed, running through 
and around foes, hacking left and right. 
SPD SR at opponent's level. 

HIGH RISK. 

Success: Do half your mélée combat dice 
roll in direct damage to each of 2d3 foes. 
Failure: You take 1d6 points of direct 
CON damage. 

Fumble: 2d3 foes do half their mélée 
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combat die roll in direct damage to you. 


Cobra's Stare 

A Battle of Wills (see above), but with 
higher stakes. 

WILL SR at opponent's level. 

HIGH RISK. 

Success: You paralyse your opponent this 
round. Not only do they have a HPT of 0, 
but they automatically fail all SRs. 
Failure: You are impotent, and your op- 
ponents are encouraged - lose % your 
HPT this round. 

Fumble: You lose all HPT this round and 
automatically fail all SRs for the next 
1d6+1 combat rounds. 


Distract Foe 
Sometimes shouting "Look behind you!" 
works... 


CHR SR 

at the op- \ ME 
ponents N Bia 
level. muy & 


LOW RISK. i tf f | 
Success: Opponent is | Qa ye! * 


% HPT this round. 
Failure: Nothing happens. 
Fumble: Nice try. Your op- 
ponent is more focused, 

and 

you've distracted yourself. Lose 4% of your 
HPT this round. 


Ferocious Will 

You project a desire to inflict violence 
greater than your opponent's. Let's see if 
it works... 

Open-ended WILL SR at opponent's level. 
MEDIUM RISK. 

Special: If you succeed by more than one 
level, your opponent flees in terror, with a 
HPT of 0 for this round. Additionally, you 
immediately get to try this again on a 
nearby (i.e. "At range" or closer) foe. 
Success: Your opponent is at HPT 0 for 
this round. 

Failure: You are impotent, and your op- 
ponents are encouraged - lose % your 
HPT this round. 

Fumble: You have 0 HPT this round and 
are forced to flee. Until you make SR on 
WILL at level of opponent you were con- 
fronting, you will continue to run away. 


Fierce Roar 

Startles and terrifies a foe. 

CHR SR at the opponent's level. 

LOW RISK. 

Success: Do % of your mélée combat dice 
roll in CON damage (minus their armour 
value) regardless of who wins the round. 
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Failure: Nothing happens. 

Fumble: You stumble, and your opponent 
is encouraged doing % of their mélée 
combat dice roll in CON damage (minus 
your armour value) regardless of who 
wins the round. 


Fighting in the Dark 

Not so much a stunt, but a coping mech- 
anic, as you attempt to focus, utilize your 
other senses. 

LK SR at opponent's 
level. 

HIGH RISK. 
Special: If 
you succeed 
by 2 or more 
levels, 
can fight as normal. 
Success: You fight at %4 _ 
HPT this round (instead 

of the normal % HPT). 
Failure: Lose your HPT for the current 
combat round. 

Fumble: Lose your HPT for the next 
1d6+1 combat rounds, or until you make a 
LK SR opponent's level, after which you 
fight as normal (% HPT in dark). 


SS 


>» Headbutt 


Nobody on Ximuria has ever heard of the 
Marquess of Queensbury. 

CON SR at opponent's level. 

MEDIUM RISK. 

Success: You inflict your mélée combat 
dice roll this round as direct damage off 
one foe's CON, with only their helmet ab- 
sorbing any damage. 

Failure: You lose 12 HPT this round. 
Fumble: You lose 42 HPT this round and 
take half your foe's combat die roll dir- 
ectly from your CON (with your helmet 
absorbing what it can). 


Kick Shin/Knee 

Less risky than full leg sweep, but with 
less benefit. 

Average of DEX and SPD SR at the op- 
ponent's level. 

MEDIUM RISK. 

Success: Opponent falls to ground and 
needs to make a CON SR at your level. If 
they fail, their HPT is at 0 for the round. 
If successful, they are at 12 HPT. In either 
case, if they try to get to their feet next 
round, they will be at 34 HPT. 

Failure: You lose 4% HPT this round. Roll 
DEX SR or fall, making you have % HPT 
next round as you try to get up. 

Fumble: You have 0 HPT this round and 
are prone. You will be at 4% HPT next 
round as you try to get up. (Wish to keep 


you y ‘Bt 
a . ) ponent's level. 


4 Success: You do 1% 


fighting while splayed out on the ground? 
You'll be at %4 HPT) 


Know Your Enemy 

Familiarity breeds contempt, or should 
that be bleeds? 

IQ or CHR SR at opponent's level. 

LOW RISK. 

Success: A single enemy loses 4 HPT 
this round. 

Failure: No effect. 

Fumble: Your ally loses %4 HPT this 
round. 


Leaping Attack 
What goes up must come down (hopefully 
on target) 

DEX SR or LK SR at op- 


HIGH RISK. 


times your combat dice 
roll directly to CON (ar- 
mour applying). 

Failure: You fall to the 
ground, taking 1d6 CON 
damage and will be at %4 
HPT next round as you try to get up. 
Fumble: You fall to the ground, taking 
1d6 CON damage and you have 0 HPT 
this round. You are also prone and will be 
at % HPT next round as you try to get up. 


Leg Swipe (Trip) 

Or some other bizarre thing one does with 
one's legs. 

DEX or STR SR at the opponent's level. 
MEDIUM RISK. 

Success: Opponent falls and fights from 
ground losing 1 HPT this round. 

Failure: You lose % HPT this round. 
Make a SPD SR at your opponent's level 
or disorientate yourself, losing 14 HPT the 
next round as well. 

Fumble: You have 0 HPT this round and 
are prone so you will be at % HPT next 
round as you try to get up. 


Lion's Charge 

Best to let your weapons handle the roar- 
ing (if you got the lungs, try Fierce Roar) 
SPD SR at opponent's level. 

LOW RISK. 

Success: An enemy loses % HPT this 
round and suffers a point of spite damage. 
Failure: No effect. 

Fumble: You lose 1% HPT this round and 
receive one point of spite. 


Lucky Call 
Distracting someone you're not engaged 
in battle with. 


LK SR at an ally's opponent's level. 
MEDIUM RISK. 

Success: Your ally's opponent loses % 
HPT this round. 

Failure: No effect. 

Fumble: You distracted your ally who 
loses 4% HPT this round. 


Lucky Strike 
Sometimes you're bet- 
ter off trusting in- p< 
stinct or luck more 
than training. 

LK SR at oppon- 
ent's level. 

LOW RISK. 
Success: Half 
your mélée com- 
bat dice roll is sub- 
tracted from your op- ay 
ponent's CON = fl 
even if you lose the 
round. 

Failure: No effect. 
Fumble: Half your 


mélée 
combat dice roll is subtracted from your 
CON even if you win the round (armour 
helps, but fighters do not gain their ar- 
mour bonus). 


opponent's 


Mighty Strike 

STR SR at opponent's level. 

MEDIUM RISK. 

Success: Your mélée combat dice roll 
total is subtracted from your opponent's 
CON even if you lose the round (their ar- 


MY MONSTERS! MONSTERS! VARIANT JUST 
ISN'T SELLING ON 
IT’S LIKE PEOPLE DON'T EVEN KNOW IT’S THERE! 


mour applies). 

Failure: You lose 12 HPT this round. 
Fumble: You take 1d6 CON damage. If 
you are a fighter, you do not gain your ar- 
mour bonus this round. If not, your ar- 
mour provides only 4 the protection. 


Panther Strike 

Fast (and hopefully deadly) 

SPD SR at opponent's level. 

MEDIUM RISK. 

Success: Your mélée combat die roll total 
is subtracted from your opponent's CON 
even if you lose the round. 

Failure: You lose % HPT this round. 
Fumble: You lose your HPT for the cur- 
rent combat round. 


Sturdy Barrage 

Making your mass and 

endurance work for you. 

CON SR at 

opponent's 

level. SPAY 5c 
HIGH RISK. Be 
Success: You “oo N 

do twice 

your mélée 

combat dice roll to 

your opponent's CON even if you lose the 
round. (Their armour applies) 

Failure: Your assault falters and your 
HPT is 0 for the current combat round. 
Fumble: Your foe does twice their mélée 
combat dice roll to your CON even if they 


IF ONLY | COULD SOMEHOW ADVERTISE MY WARES. 

OH HOW | WISH 

THAT CATERED TO THE SAME AUDIENCE THAT 
I'M TRYING TO REACH! 


THERE WAS A GAMING MAGAZINE 


lose the round. (Your armour applies) 


Vigorous Assault 

Counting on your health to ruin the op- 
position's 

CON SR at opponent's el 
LOW RISK.. 

Success: You add % of 
your mélée ( 
combat dice 
roll this {4 Xs 
round as dir- : 
ect damage against one / \ 
foe (their armour helps). = sf 
Failure: No effect. co ESS 
Fumble: You lose % HPT this round and 
half your armour. If you are unarmoured, 
lose 1d3 CON. 


Whirling Dance of Rage 
Distracting and deadly. 
DEX SR at opponent's level. 
HIGH RISK. 
Success: Half your mélée combat dice 
roll is subtracted from your opponent's 
CON (their armour applies) even if you 
lose the round. Additionally, they lose 4% 
HPT this round. 
Failure: You lose 4% HPT this round and 
lose half your armour value. (Fighters 
simply have normal protection value as 
their bonus and the penalty offset). 
Fumble: You have 0 HPT this round and 
lose 1d6 CON. 
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SAGE MAGIC 


for Ximuria 


by Neil Robertson 


The land of Ximuria in Sarah Newton's The Lair of The Leopard Empresses is a new addition to the Monsters! Monsters! family 
of games. Many of Ximuria's inhabitants are vigilant in guarding what little they know of the lion continent and its peoples. For GMs 
wishing to provide players (or NPCs) the means of navigating through the unknown, here is a Sage spell list and two useful new 
spells. 


Sage Spell List 


Level Spell Name Level Spell Name Level Spell Name 

1 Detect Magic 2 Omnipotent Eye 5 Enlighten 

1 Open Up 2 Protective Pentagram 5 Eureka 

1 Radiant Revelation 3 Raven's View 7 Summon Ancestor 

2 Dark Eyes 3. Spirit Walk 7 Verispicacity 

2 Divine Lore 4 Contact Ancestor 7 Ask the Gods 

2 Magical Mentor 4 Speak in Tongues 10  Panopticon 
Divine Lore (Level 2) Ask the Gods (Level 7) 


Cost: 4 WILL 

Casting Time: 1 full turn 
Duration: 6 turns 

Range to Cast: Self 
Spell Lists: Sage. { 
Affinities: Knowledge, learning, seeking. \\ 


This is the magical equivalent of a reference librarian. Charac- 
ters cast the spell while focusing on a specific question, be it in a 
room full of scrolls, books, or codices, or facing a wall covered 
with glyphs or ancient tapestries. If the answer is present, the 
caster will know where to find the information. Translating or 
understanding what’s discovered, however, is an entirely differ- 
ent matter... 


Example questions and answers: 


Q: "What is the history of this ruined tower?" 


Cost: 10 WILL 

Casting Time: 1 full turn 
Duration: 1 turn 

Range to Cast: Self 
Spell Lists: Sage. 
Affinities: Knowledge, learning, seeking. 


This allows the player to ask the GM a question about the world 
at large (as opposed to something like, "How many enemies are 
behind this door?") 


A: High elves built it 800 years ago but abandoned it less than a century later when a combination of floods and plagues caused the 


trade route it overlooked to fall into disuse. 


Q: What comprises a colony of giant centipedes? 


A: Giant centipedes live in groups of 8-20, which includes a single queen and a worker to warrior ratio of 2:1 among the others. 
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SUB-BASEMENT HIDDEN 
(STORAGE) TREASURE CAVE 


As part of Ken St Andre’s & Steve Crompton’s latest KICKSTARTER we are combining 
Comics & the Monsters! Monsters! RPG. Here is a sample of just one of the GM adventures that comes 


with the comics. Here’s your chance to run an adventure in a pyramid hidden in Hell! 
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INTRODUCTION: 

Well over a thousand years ago, the ancient Egyptian 
goddess Sekhmet was banished by the deities of the 
Realm of the gods for a crime against a fellow god. She 
was falsely accused of killing her husband Geb. Found 
guilty by the gods, she was sealed within a hidden 
pyramid in the realm of Demons. Her proper name 
was taken from her, and the defrocked goddess took 
on het childhood nickname “Kit-Ra.” 


In Hell, under a 
her pyramid. Like the Pharaohs of ancient Egypt, she 


mountain, Kit-Ra is trapped alone in 


was entombed with her belongings and given supplies 
for her “afterlife.” 
duration, so’ she might be freed tomorrow, or she 
might be there alone for another 1000 years, Kit-Ra 


Her banishment was not given a 


has no way of knowing... 


One day, a young demoness accidently discovered the 
pyramid in search: of safe harbor. Seeking company 
from eons of isolation, Kit-Ra struck up a friendship 
with this Demi demoness and they have remained close 


companions ever since. Demi lives in the pyramid and 
is able to retrieve items and do errands for Kit-Ra. In 
exchange Demi has a safe place to live and a protector. 
For both of them it is a perfect arrangement. 


Note: At various times you will see references to 
“Egyptian and “Egyptos.” Though both are somewhat 
interchangeable, “Egyptian” refers to ancient Egyptian 
things or people from Earth. “Egyptos” refers to things 
or people directly under the control of the ancient 
Egyptian gods. This usually means things from. the 


planet of Zimrala or the Realm of the Gods. 


Finding: Kit-Ra’s Pyramid: 
As itis hidden inside a mountain in the Hellish Realm, 
it would be very difficult to locate or get to the pyramid 
without some kind of guidance like a map or a guide 
(like Demi the demoness.) However there is an easier 
way to get to pyramid; that would be through-one of 
the mystic portals in the Hall of Mirrors. (See details 
in the location description for that location.) Players 
could be invited by KitRa or perhaps Demi, should 
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either of them see someone 
in one of the mirrors and 
want. *.to contact. them. 
Alternatively a mage might 
travel’ through a magic 
portal from their side and 
then ‘arrive at KitRa’s 
pyramid either by accident 
or for some — specific 
purpose. (See scenarios for 
some suggestions.) 


PYRAMID 


INTERIOR: 
MAIN FLOOR: 
Main Entrance/Ramp - 
The entrance is sometimes 
sealed with a giant stone 
block that makes - passage 
almost impossible without 
either a strong level magic 
user or very powerful brute 
force. (Almost. all of the 
pyramid is made from hard 
granite - including the 


entrance stone.) However there are times when the 
stone block is slid back into the side of the pyramid 
and entry is possible. KitRa may open it so that 
Demi or one of the living statue servants can go 


outside to get or find something she 
might need. Behind the entrance is 
a long dark ramp/tunnel that slopes 
downward. The 30ft long, 10ft x 10ft 
square-shaped tunnel is painted with 
elaborate Egyptos hieroglyphs. and 
paintings of daily life in the City of 
the Gods. This ramp enters into the 
better lit Grand Hallway 


Grand Hallway - This large chamber 
contains various items that either 
honored Sekhmet (Kit-Ra) before she 
lost her name and was banished. This 


includes several statues in her honor, : [ 


her royal barge, her golden chariot and 
containers Of nectar, grains and half a 
dozen black basalt statues of warriors. 
These are in fact golems, which can 
come to life and can be ordered by 
KitRa to do any tasks she asks of 
‘them. These are. her servants and 
attend to her needs in the pyramid. 
(See character description for Afterlife 
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Servants. This room is lit by everburning torches. (As 
are most of the other rooms in the pyramid, unless 
otherwise noted.) There is a secret door in the north 
which opens to a flight of stairs up to the Healing 
room and the upper level. In the west wall is a golden 
door which leads into the Throne Room. 


Throne Room - This room is set up as if it 
were the throne room where Sekhmet would 
have ruled over hér worshippers and granted 
favors, decrees or punishments. The gods 
love irony and so having included this room 
in the pyramid is meant to be a reminder of 
what Kit-Ra has lost - her worshippers and her 
power to rule. Sometimes Kit-Ra will sit in her 
throne for hours, sipping wine and pondering 
her fate. There is a dignified sadness about 
i~ her, and she has accepted her fate, though still - 
hopes for redemption. There is a large ornately 
carved Egyptos. stone throne ona raised dais 
near the west wall. Also along the west wall are 
two doors that lead into the Pool area.-A set of 


carved stairs leads upwards to the guest rooms. 


Pool Room - This chamber contains an indoor 
swimming pool which takes up most of room 
and a lounging area (with tables and lounge 
chairs in the north part.) KitRa and Demi 


bad 


clean and refreshed by Egyptos magic. Everything is 
=~ decorated in opulent Egyptos style, with hieroglyphs, 
'- "orate carvings and other finely crafted details. 


we ; =} ge ttind 
1. Often § 
ie aes 


UPPER LEVEL: _ 

~~ Lebby.- The stairs from the throne room lead into 

| this “lobby” area where there are a couple of chairs 

and a table along with two of the golem guardian 

“| statues stationed. near the exits to this area. (On one 

of the tables, a game of Senet has been set up for two 

' players.) The guards are ready to come to life should 

any threatening activity occur. To the west is a short 

hallway with:3-doors, each leading into.a-bedroom for 

visitors. This is another joke on the gods’ part, since 

no guests are ever expected. However, one room is 

occupied by Kit-Ra’s companion Demi. To the east 

. is another short hallway leading to the Kitchen and 
Healing rooms. 


Guest Rooms ~- These two rooms on the north side of 
the hallway contain a-bed, tables, chairs, shelving and 
a other amenities one might expect in a small ancient 
Egyptian bedroom. There are no windows in any of 
the rooms in the pyramid and but there are plenty of 
Egyptian paintings and hieroglyphics on the walls. 


Demi’s Room - This is very similar to the other two 
rooms, but it 
is obvious that 
someone has been 
actively living in 
this room for 
some time. There 
are various outfits 
hanging in the 
closet, all made 
fora petite female, 
including a tight 
fitting dragonskin 
fighting costume, 
a belly dancing 
outfit, and several Egyptian outfits (some, humble, 
zi some opulent.) There are also souvenirs on the shelves 
and tables including some gold nuggets, a mummified 
as monkey's paw, assorted keys, some fashion magazines, 
comic books, jewelry and. other female-oriented 
_accessories scattered about the room. 


SURE IS 
ICE TO HAVE 


‘Stotage = The small room.in this area has floor to 


yere in the warm waters which are kept 


(They are actually almost impossible to k reak, and are 


: actually pan-dimensional and exist simult o) 


| WONDER 
WHERE DEMI 
WENT? SHE MUST 
BE HERE... 


broken and at some point and have been placed here - 
to keep them out of sight. (Demi’s a bit clumsy.) 


Kitchen - There is a hearth, cooking pots, and several 
vessels of different sizes filled with water. Also pots, 
pans. bowls, dishes and utensils can be found here. 


Pantry - On the shelves in here are numerous 
amphora and jars filled with grains, flour, spices, 
nectars and oils. There are also dry meats and some 
fresh meat (stored with a cold spell) which was a small ~ 
animal caught by Demi outside the pyramid for a 
dinner meal. 


Healing Room - This room has shelving with 
numerous Egyptos healing potions, bandages and 
crystals along with a couple of narrow beds for patients 
to lie on while the healing is being done. There is also 
a work table with a pestle and mortar for mixing up 
potions. Kit-Ra is really the only person who does 
anything in this room (usually for Demi) although 
Demi does know where the bandages, healing potions ~ 
and ‘some nectar can be found in here. 


Hall: of Mirrors - This unusual room was created _ 
secretly by Horus so that’ KitRa would be able to © 
occasionally communicate with Horus and a few other... 
deities in the City of the Gods. Against the east wall _ 
are a series of 7ft tall mirrors. At first glance they just 

look like mirrors, but if you stand in front on one 

and stare into it for a few minutes, you'll start to see. 


events and people in other worlds and times. One of | 


the mirrors is broken, but all the other remain intact. | 


; 
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many universes. Each one leads to a different location 
and under the right circumstance,\a person can pass 
through the mirror and go to that location. Kit-Ra is 
forbidden from entering, and she cannot do so with 
the sole exception of being allowed to go to visit the 
City of the Gods if she is specifically invited to. do 
so. (This has only happened once or twice in the last 
1000 years.) Demi can travel through these mirrors 
and often does so, either as an errand for Kit-Ra or 
just because she wants to see what’s on the other side 
of the mirror. She has also been accidently sucked into 
a mirror on a few occasions. Demi likes to hang out 
here and watch what is going on in other worlds. (It’s 
the closest thing to watching TV she has!) Many of the 
mirrors lead to different times on Earth, Zimrala, the 
City of the Gods and parallel universes. It’s through 
one of these mirrors that visitors are most likely to get 
to the pyramid. (See scenario suggestions) 


‘TOP LEVEL: 
Reception/Living Room - This room is a bit like the 
lobby on the lower area although it is far more opulent 
and looks much more like the living room one might 
expect to find in an ancient Egyptian palace. There are 
various large statues devoted to Sekhmet (now Kit-Ra) 
and cats in general, along with four guardian/servant 
statues that await any orders from KitRa. In the 
center of the room is.a large divan with many pillows 
and sheer curtains behind it. Several tables with tall 
bottles of wine and nectar and golden goblets can 
be found along with bowls of fruits and nuts. (These 
are sent through the mirrors by Horus.) Several other 
tables and chairs are in this area as well. Stairs leading 
down to the upper level are in the northwest part of 
the room; there are four exits to this room on the 
north, east, south and west. 


Altar Room - Kit-Ra (and sometimes Demi) use this 
room to practice magic spells or ceremonies. There is 
not a lot in this room save a flaming brazier, a mystic 
symbol on the floor to aid in conquering or containing 
dangerous spirits, and a bookcase of magic spell scrolls 
- and a few magic artifacts used for spell casting. Often 
KitRa is reaching out to other realms in search of 
the 12> crystal skulls. These are maystérious objects 
that originated from Zimrala and are made from the 
moon crystals of that planet: Each crystal skull has 
different powers (some good some dangerous:) Their 
true purpose and who made these skulls remains a 
-mystery. Before she was banished from the Realm 
of the Gods, Sekhmet had been tasked by Horus to 
‘research and track down the skulls. Even though she 
h 


| as been banished, she ‘continues this work as Kit- 
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Ra, This is the real reason that Horus had the hall of 
mirrors set up for her. He apparently considers the 
skulls a serious danger to the entire realm of the gods. 


Artifact Room = This room is mystically locked (7th 
level Lock it spell) and one of Kit-Ra’s guardians stand 
by the door at all times to make certain no one tries to 
gets in. (Even Demi is not allowed in here, due to the 
dangerous nature of the objects within.) This darkened 
room has a dozen large 4ft wide x 7ft tall black 
lacquered and gold cabinets which are also magically 
locked (5th level Lock it spell.) Each cabinet is specially 
made to hold a crystal skull along with other magical 
artifacts that Kit-Ra has gathered over the years. Two 
were brought to Kit-Ra by Demi, and a two were given 
by Horus for safe keeping. Currently there are four 
crystal skulls kept here along with a dangerous magical 
wand, a cursed scarab, several demonic scrolls and a 
copy of the Necronomicon. (See scenario suggestions 
for adventures related to some of these items.) 


Kit-Ra’s Bed Chamber - This has a large, opulent 
bed with a love seat in front it along with a large 


polished mirror against the north wall, where KitRa — 


gets herself ready each day. (Although there aren’t 
really days:in the Hellish Realm.) Across the east wall 
are six cabinets that contain numerous outfits and 
accessories that KitRa can wear. They range ‘from 
skimpy bikinilike outfits to ornate, elaborate Egyptos 
dresses and gowns used for formal occasions, should 
she have an actual meeting with her fellow deities. The 
bed chamber is regal and beautiful with statues, objets 
d’art, rugs, curtains and other things one might find 
in a queen’s bedroom. fei 3) Alaa td 


4 


! 
» Bath Rddai! = This - room contains| a marble bathing 


aaa with magically warm water at command, which 
_ Kit Ra likes to soak in and relax. There are bath salts 


and scented oils that she adds to the waters and a chair 
and mirror wheré’she applies her make-up. 


Cat Box - The area contains a 6ft x 6ft area just below 
floor level that is filled with sand. This box is cleaned 
daily or as needed. Any visitor to this room will either 
be confused by its purpose or perhaps-amused. 


LOWER LEVELS: 

Sub Basement - A long set of stairs from the grand 
hallway leads down to this sub-basement (which is 
really just a large cavern.) This is where things are 
stored that may have some use in the future or that 
need to be repaired (eventually.) Down here can be 
found parts of large, broken statues, broken furniture 
empty amphoras and other odds and ends. There is 
also a lot of loose sand in this cavern and some objects 
in this cavern are partly covered in the sand. Near the 
foot of the stairs is a-garbage pit where the guardians 
toss unwanted trash (the pit seems bottomless.) Stairs 
to the sub-ssub basement are located near the south of 
the cavern and lead to another small cavern, which has 
nothing of value in it, save a pool of brackish water. 


Sub-Sub Basement - This smaller cave has something 
living in the darkness. A tentacled Guano-Slither 
dwells here in the water. It has an MR 40 (5D6+15) 
and it has a paralyzing toxin, and the element of 
surprise, so be careful if you go down here. 


Hidden Treasure Room - In here are a couple smaller 
chests of gold and silver along with other objects like 
smaller statues, weapons, atmor and some other minor 
valuables like extra foods and other supplies for use in 
the pyramid. This is not really a treasure room in the 
traditional sense, but there are things of value here. 
There are no magical objects in this room though. 
A hidden door is located in the back of this cavern, 
which leads to the staircase and the Lost Library. 


- The Lost Library - KitRa had the Guardians carve 


out this room after the pyramid was-built since it is 
within its confines. She built it as a sort of place of 
refuge should rival gods or demons storm the pyramid 
to kill her. The heavy stone door here can be sealed 
Gust like the one at the main entrance) and the room 
contains a piece of one of the broken mirrors from the 


hall of mirrors. KitRa can use this shard to contact 
f Horus (or Demi). and make a last desperate plea for 


chairs, ; a small bed, numerous 
dyed pra and other odds 


and ends that might be seh Hoe a defensive ay int 


this hidden room: 


MAIN CHARACTERS 


me 


Here are brief write-ups of the adventure’s two main - 
characters. Note that this is before they live in Zimrala, .~ 


SS. Capi: 


Kit-Ra: Ex-Egyptos Cat Goddess 


We don’t dare give attributes to the Cat Goddess! She - 


is powerful enough to defeat many foes who don’t 
have godlike powers themselves. In game terms, she 
can cast any spell in the rule book, and more. Keep 
in mind that she will also have her 18 golem guards 
and Demi the Demoness handy, so players may have 


_ to deal with more than just the goddess herself in a 


combat or escape scenario. 
What the goddess doesn’t have is mobility, for she 
cannot leave the pyramid. Thus, she would be willing 


to hire adventurers to conduct missions for her, Kit- 


Ra can make a great ally. if the players can behave 


themselves. And though she cannot raise the dead, she - 
can bring back those who are badly injured and restore 


them almost to full health, 

Characters who come into the presence of the 
goddess will swiftly realize she is not a being to be 
trifled with. Most will have a hard time not swooning 
before her beauty and majesty. They will also have 
difficulty saying “no” to any task she points them to. 


Fortunately, she is generous with rewards and values 


yi 


loyalty and hard work. a 


‘Ultimately though KitRa is a voddess. and fads 
; att is superior to mortals despite her imprisonment i 


A winged succubus from the Hellish Realm, 
Demi is Kit-Ra’s close friend and assistant. She is 
friendly, curious, and non-threatening for a devil, 
and her ultimate loyalty is to KitRa. A “jack of all 
trades,” she has a variety of useful talents, but leaves 
scholarship up to specialists. KitRa has taught her a 
few spells. Because: Demi hasn’t received a wizardly 
education, she cannot use a staff or “power up” 
spells. She can speak some Egyptian and Hellspeak. 


STR: 12 DEX: 20 
SPD; 14 CON: 24 
LKt2 INT: 21 

WIZ: 27 CHR: 30 


Combat Adds: +16 


Weapons: Enchanted dagger (4D, can hit targets 
immune to physical damage). Horns, teeth, and claws 


_ (BD). Often carries a trident (5D+3). 


Spells: Demi knows a few basic spells: Detect Magic, 
‘Where's Dat and Open Dat. 


_ Spepial Abilities: As a demonic succubus she has the 
following abilities: Fire Resistance, Flight, Love Aura, 
_ Abily to take increased damage. 


ER onal Note: Demi is the companion to Kit-Ra. 
_.As such, Demi’s under her protection, or benefits 

ke ia from special mystical defenses or magical items. 
pee hese could include. scarab spell stones, protection 
>» magic atmor, amulets or healing potions. She 
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Here are a few other beings you might meet in here: 7 ie | 
(Details for each are in the Monsterary of Zimrala.). + ls hi : 


Egyptos Dog: Monster Riche of 15(2D6+6) 
Egyptos Guard: Monster Rating of 35 (4D6+5 


(These are her Afterlife servants - there are 18 of them) ie ey 
Guano Slither: Monster Rating of 45 (5D6+12). : q oh i ») 2 
Demon Scolie Monster Rating of 40 (6 D6*3). | 


Xipe Demon: Monster Rating of 25 (D6+ 12). 


Artifacts in the Pyramid: 
Crystal Skulls: KitRa has 4 skulls.in her Artifact 
Room, each “has a different ~ 
power. There are in fact twelve 
crystal skulls (along with many 
fakes.) The twelve true skulls 
are each imbued with different: 
powers. Among those powers are 
the ability to destroy an enemy, drain life energy on ~ 
a small or massive scale, open dimensional portals, 
summon creatures from other realms, bring the dead — 
back to life and other strange powers - that the GM 
can come up with. If you find a crystal skull, you never 
know what it might do. 


The Necronomicon: This 
dark magick book was written 
by someone who received 
guidance by the Old Ones 
(Gods). The book is the main 
tool to give back the power to 


these Old Gods by means of 


- ceremonial magick rituals. These beings are locked | 


out of our universe, but when the stars are right, the o 
rituals contained in the book could allow these Gods - 
to return. If they do, it would mean the end of times 
for humans (and many worlds beyond.) Kit-Ra has a _ 
copy of it in her Artifact room. 


Nectar of the Gods: a sweet, thick : 
drink that is used by the gods to 3 
continue to keep them eternally 
» alive and.with their godly powers 
intact. KitRa has bottles of this in 
several locations in the pyramid - 
including the Healing Room, her ~ 
Bedroom and the Altar Room. Ifa human drinks: ‘it, 
all their stats are doubled for an hour, but! Bh crverds'\: 
they ae fall i into a get =< i 6 hours...» bs 
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Scenario Suggestions 
Scenario ideas you can run using|Kit-Ra’s pyramid 
_and occupants. 


1) Accidental Tourists to Hell - Due to a glitch while 
teleport ing through a dimensional gateway, you and 
your adventuring friends are brought into Kit-Ra’s 
pyramid via a mirror in the Hall of Mirrors. Demi is 
there at the time. (Perhaps in seeing you in the mirror, 
she inadvertently summoned you here.) 


' 2) Summoned by the Cat Goddess - KitRa has been 
watching you through the mirrors and your recent 
exploits have- convinced her that your- group: will 
be perfect in aiding Demi on a dangerous mission 
to capture one of the mystical crystal skulls. She 
summons you all through the mirror and offers you 
- great rewards if you are willing to go on this quest. GM 
insert your or some other adventure to send them on 
but add Demi as a companion (she knows something 
about where they are going) and add the crystal skull 
as the object they are searching for. 


3) Steal the Necronomicon - A powerful wizard 
(or Arch-demon) has hired your group to get into 
Kit-Ra’s pyramid by any means and then steal the 
Necronomicon from her and deliver it. (Assume that 
the payment for this task is quite high or that the client 
is holding a member of the party or a close friend/ 


: “ ae x 


relative hostage.) The party can arrive via a magic 


mirror portal or even through the main entrance, * 


pretend to be there by accident and then try to steal 
the item when KitRa least suspects it: It may well be 
that if Kit-Ra discovers what is going on, she might be, 
willing to help them recover their kidnapped friend 


with the help of Demi and a some of her guardians 4 


the Hall of Mirrors and magic. 


4)-Demons Invade the Pyramid! - A nlaahon (33) 
demons have found the pyramid and are trying to 


break in via the front entrance. Out of desperation, © 


Kit-Ra and Demi are using the magic mirrors to try to 
call to help. They manage to reach your party and you 
agree to help in exchange for a reward. This reward 
might be gold, an artifact or-a future favor... 


5) In Hiding - An alternative to the above scenario 
would be that the Egyptos god Horus sends the party 
to aid Kit-Ra. (Horus would grant the reward to the 
party) At this point, the demons have invaded and 
KitRa and Demi are hidden in the Lost. Library, 
The Demons do not know of this room or Kit-Ra’s 
presence. The goal would be to get in, find KitRa and 
get her out of the pyramid and back to Horus, who 
gives the party a teleport scarab they can use to return. 


Find out more about this GM adventure and the others that 
are part of the CthulhuCrisis Saga on Kickstarter! 


Kit-Ra fights 
off demons as 
they invade her 

pyramid! 


_ of» creating stories and adventures; 
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unnels & Trolls / Monsters!Monster! Creator 

Ken St Andre & longtime art director Steve 

Crompton (Grimtooth’s Traps), plus comic 
publisher Chris Perguidi have launched their next 
Monsters! Monsters! related Kickstarter. This is an 
innovative mix of Comic and RPG gaming using the 
Monsters! Monsters rpg. Of particular importance to 
Monsters! Monsters! RPG fans is the availability of a 
new supplement to the rules by Ken St Andre called 
Humans! Humans! that gives more detail on running 
human characters using the M!M! rules system. The 
new rules for humanoid characters includes training, 
professions, special abilities, human magic, tools, 
weapons & armor. This supplement fills the gap and 
allows M!M! players to incorporate the full range of 
player character types. There are reward tiers geared 
towards retailers and we have shipping overseas as well. 


The Kickstarter has a lot more to it than just this book. 


There is also a new solo adventure by Ken, Trail to 


Zimiala, which actually takes place in the old west and 
uses the H!H! supplement and the regular Monsters! 
Monsters! rules. 


And as many of you know, we like to try new ways 
this time we 
have created, 3 additional combined comic and. rpg 


adventures that can be read like a comic and used for 


running rpg adventures with any of Ken St Andre’s 


4 RPGs." Each comic includes information to let’ you 
H run adventures using the locations, characters and 


situations from the comics. There are maps, statted 
characters & scenarios for adventures you can run. 


WE JUST ADDED 16mm CTHULU_ DICE! 
Check out these beauties! Designed by long time 
Flying Buffalo artist Steve Crompton illustrator of 


Grimtooth’s Traps, T&T, Nuclear War and many — 


other games & comics 


We'll also have a 


map that will use characters and locations from the 


new set of standees and a miniatures 


comics - plus some other surprises, including a pledge 
level that will allow you to own an ORIGINAL hand- 


drawn piece of art from Steve Crompton’s archive! 


You can you can pledge for these 5 books in various 
combinations some of which include the exclusive 
Humans! Humans! RPG supplement and other RPG 
related items. We hope you'll check it out and give it a 
try-its all fully compatible with the Monsters! Monsters! 


rules and it’s a wild, exciting saga that spans worlds, . 


dimensions and times, giving you various stated and 
described locations, characters and scenarios that you. 
can run for your gaming group. Here’s the direct link 
to the Kickstarter. (If the Kickstarter is over contact 
skcrompton@gmail.com or go monstersmonsters.org 


CLICK HERE TO CHECK IT OUT! - 


Thank for being a fan of Monsters! Monsters!, ue 
& Trolls, Grimtooth’s Traps and all the other; Pipls 


we have brought you over the years! roa Epa te bie 
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A solo adventure by 


Introduction 


_ awl 


The Wizard Calamitus needs a lieutenant to command his armies! And you want the job. The pay is lousy, the hours are long and 
there’s a good chance of a premature discorporation. In short, it’s infinitely better than your current position. 


Being an evil wizard, Calamitus has devised a test for you. You have to venture into the lands of his greatest enemy (the so-called 
Good King Barry) and bring him back a gift. Your courage and expertise in obtaining the gift, as well as your good judgement in 
choosing it, will determine your fate when (or if) you return to Calamitus Castle. 


As you set your face towards the perils that lie ahead, Calamitus’ final valediction still rings in your ears: COME BACK WITH 
SOMETHING GOOD. OR DON’T BOTHER COMING BACK. 


Background and Game Mechanics 


This is a Monsters! Monsters! compatible 
solo adventure for one low-level character 
with around 20-30 combat adds. You may 
choose any intelligent Kindred. 


You begin with a rusty sword or equival- 
ent weapon worth 4 dice in combat. You 
may never use more than one weapon at a 
time. 


If you are a magic-user, you begin know- 
ing two spells of your choice. You may at- 
tempt magic at any point which seems ap- 
propriate; do this before making any Sav- 
ing Rolls or resolving other actions re- 
quired by a paragraph. Simply choose 
your spell, expend the WIZ and consult 
the Magic Table to see what happens. Any 
WIZ you expend is lost until you reach a 
new paragraph which tells you that you 
recover it. Note that the rules cover only 
spells of levels One and Two. Calamitus is 
far too paranoid to allow his minions ac- 
cess to more powerful magic. 


If you have any special abilities (as de- 
scribed in the Monsters! Monsters! rule- 
book) you may use these. As it would be 
impossible to list the effects of all these 
abilities, you may need to interpret the 
paragraph outcomes for yourself Feel free 
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to use the Chaos Factor rules as well... 
providing you also allow your enemies to 
employ them! Enemies will use their 
Chaos Factor to maximise the number of 
hits scored against you, whether by in- 
creasing their Hit Point total or causing 
extra Spite. 


Many Saving Rolls are made on the aver- 
age of two Prime Attributes; simply add 
the two attributes together and divide by 
2, round up to the nearest whole number 
and make the Saving Roll based on that 
number. 


At various points during the adventure 
you may be directed towards the En- 
counter Table. This gives you an oppor- 
tunity to recruit followers, but there are 
risks in doing so. Visiting the Encounter 
Table is always optional, but once you 
have decided to roll on the table you must 
resolve any encounter which occurs. 


Share any damage fairly between your 
followers and yourself. If your followers 
are already injured when they get into a 
fight, their combat dice are based on their 
original (unwounded) . Adds are based on 
their current . 


You will find it helpful to note down the 
number of each paragraph you visit as 


well as Adventure Points and items 
gained, followers recruited and so on. Pos- 
sible gifts for Calamitus are shown in 
bold. 


This adventure only notes Adventure 
Points (AP) awarded for exceptional 
events. Award yourself points for enemies 
slain and Saving Rolls made in accord- 
ance with your normal practice. 


Optional Rule: When a paragraph directs 
you to recover lost WIZ, you may instead 
spend accumulated AP; or, if you have 
been wounded you may recover up to 
10% of your original CON (rounding up). 
You may only ever choose one of these 
options in a single paragraph. 


Optional Rule: If an Encounter leads you 
into a fight which feels too tough, you 
may try to flee. You need to pass a Level 1 
Saving Roll on the average of Speed and 
Dexterity to get away. If you have any fol- 
lowers, also make a Saving Roll against 
Charisma; the level you make is the max- 
imum number of followers you may keep. 
If you successfully flee, backtrack to the 
most recent paragraph allowing you to 
continue the adventure. 


When you are ready to start your adven- 
ture turn to Paragraph 01 


01 

With trepidation in your heart you bid farewell to the skull-en- 
crusted walls of Calamitus Castle and set out for the mountain 
range which separates Calamitus’ realm from the lands claimed 
by Good King Barry. 

If you wish, you may visit the Encounter Table now. 

Once you are finished there, turn to Paragraph 08 


02 

The swamp is alive with strange creaks and chirps, the ground 
shifts uneasily beneath your feet. Wading through foul-smelling 
muck, batting away creepers and leeches, you eventually spy a 
tumbledown shack. Ruinous and half submerged, virulent plants 
blossom across its walls as if the dwelling had itself become a 
living entity. 

Slumped on the front decking, feet trailing in mud, an elf 
watches you with lacklustre eyes. Not one of Calamitus’ reneg- 
ades, this; his visage and his clothing proclaim him to be a true 
scion of the Fair Folk. But one who is close to the end. His 
clothes are rent and soiled, his body broken and... melted, it 
seems. His unnatural pallor and stillness suggest he is no imme- 
diate threat. 

If you want to attack the elf, turn to 16 

If you wish to parley, tunto09 = 

If you want to ignore the elf and start exploring the shack, turn to 
44 

If you decide to avoid the shack and continue your journey, turn 
to 10 


03 

Up ahead you hear the sound of raised voices. Moving into the 
treeline, you spot a group of knights in stained armour who have 
stopped a small party walking down the track. The knights look 
tall and powerful, the travellers are hooded and cloaked. Most 
are hunched over as if with old age or disease. From what you 
can see they are poorly dressed and carry only a few basic pos- 
sessions. 

As you creep forward the argument intensifies and it seems as if 
violence may break out at any moment. 

If you want to attack the knights, turn to 17 

If you want to attack the travellers, turn to 24 

If you want to try mediating, tunto31 

If you prefer to move deeper into the trees and avoid this con- 
frontation, turn to 38 


04 


You emerge on a wide and windy plain. Here you recover any 
lost WIZ. You may then visit the Encounter Table. 
In the distance you spy a group of tents with horses tethered 


nearby. 

If you want to make a detour and avoid the tents, turn to 11 

If you want to try talking your way into the tent-settlement, turn 
to 18 

If you would rather sneak inside and take a look around, turn to 
25 


05 

The Giant barbarians give you an initiation ceremony. It’s long 
and painful and surprisingly unpleasant. (The details are unsuit- 
able for a family magazine.) 

Make a level 1 Saving Roll against each of your Prime Attrib- 
utes. If you fail, permanently reduce the value of that attribute by 
the amount you failed by (at least 1d6 in lost points if you 
fumbled). 

If any of the four physical attributes is reduced to 0 or less, turn 
to 99 

Otherwise, you join the horse people, sworn to live free, ride fast 
and never wash your britches. 

In time your prowess, renown and body odour grow until you are 
a respected warrior. You receive 250AP for the experience. In 
time you may leave the horse people in search of further adven- 
tures, but you never return to Calamitus. 


06 

You leap on the pirates. To determine their MR, multiply the 
number of people in your party (including you) by 30 

If they defeat you, turn to 99 _ 

If you defeat them, turn to 34 
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07 

Calamitus twirls it around for a few minutes, nearly decapitating 
some of his minions. 

DWARF-MADE, I SEE. IT PROBABLY HAS A SILLY NAME 
LIKE FOE-SLICER OR SOME SUCH. HO HUM. GOOD 
ENOUGH IN ITS WAY, BUT THERE WILL BE MORE AND 
BETTER WEAPONS WHEN THE WAR BEGINS. 

He hands you the sword, hilt first. 

YOU WILL WIELD IT IN MY SERVICE. I WISH YOU GOOD 
LUCK WITH IT... SERGEANT. 

You take the sword back. You also get to keep your other treas- 
ures. Consult the Treasure Table to see what you have won. 

You receive 200AP and the chance to stand in the forefront of 
Calamitus’ battles. 
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08 

Deep in the mountains you stumble across a tall, lonely tower. It 
has one door at the base and a small, barred window near the top. 
The tower is strongly built from close-fitting stone blocks on 
which the weather has made no impression. As you gaze at the 
tower a slender form with flowing, curly hair appears at the win- 
dow, arms stretched towards you in mute supplication. With a 
cruel laugh you pass on. 

A little later, a glint of metal catches your eye from a rocky path 
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which runs parallel to your current route. Concealing yourself 
you spy a handsome youth in shiny white armour consulting a 
map. He has the square jaw and a glittering sword of a born hero 
(ugh!). At last he stows away his map and sets off towards the 
lonely tower. 

If you want to ambush the youth, turn to 15 

If you want to follow him and see what he’s up to, turn to 22 

If you want to double back and steal the captive before the youth 
reaches the tower, turn to 29 

If you simply want to move on, turn to 71 


09 

If you currently have any followers, make Saving Roll against 
Charisma. The required level is the number of followers you cur- 
rently have. 

If you fail the Saving Roll, your followers immediately charge 
the elf. You can only follow. Turn to 16 

If you pass (or if you have no followers) turn to 23 


10 
At last the ground becomes firmer as the swamp merges into a 
dark, sinister forest. You begin to follow a narrow track, shying 
away from the trees which are tall and densely packed and 
vaguely threatening. Small creatures chitter at you from the in- 
terior and there is a suggestion of something much larger crash- 
ing about in the distance. 

You recover any lost WIZ. You may then visit the Encounter 
Table. 

Once you are ready to continue, turn to 03 


11 

Make a Saving Roll against Luck. The re- 
quired level is the number of people in 
your party (including you) divided by 2 
Round up any fractions. 

If you pass, turn to 32 

If you fail, turn to 39° 
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Make a level 1 Saving Roll against the ay 
average of Speed and Intelligence. 


If you pass, you get clean away. Turn to 


If you fail, the barbarians chop you into 
horsemeat. Turn to 99 


13 

The pirate captain jumps lightly from the 

boat and stands before you, hand on hips. 

His crew join him more gingerly. 

The captain is an impressive sight in a 

mouldy frock coat and three-corner hat. 

Beneath the hat his hair is long and 

greasy and teased into curls. 

“Well me hearties, it seems ye are in des- \ Bt, 

perate straits,” he says boldly. “Lucky \S a ft 

for you I come along along. Now, hand SN ; 

over yer vallybles and we’ll leave yer in ISS , 
We 


RNIN 
peace, unless ye wants to join me crewo’ “¥ 
course.” 

If you decide to hand over your hard-won 
possessions, turn to 41 

If you agree to join the pirate crew, turn to 
48 

If you’d rather fight the pirates, turn 
to 06 


14 
As he beholds the terrible thing, hot tears spring 
from Calamitus’ eyes. 


TOMY 


ALAS, EURYALE, MY OLDEST AND DEAREST FRIEND, he 
laments. 1 REMEMBER THOSE DAYS WHEN WE USED TO 
PLAY TRUANT FROM EVIL WIZARD SCHOOL. WHO 
WOULD HAVE THOUGHT IT WOULD END LIKE THIS? 

He recalls your presence. 

WHY HAVE YOU BROUGHT ME THIS HORRIBLE RE- 
MINDER OF MY DARLING? UNLESS IT WAS YOU WHO - 
Seeing comprehension dawn in his eyes you start to run. But be- 


15 


Chortling at your own wickedness, you creep up behind the 
youth and make your attack. 

Make a level 2 Saving Roll on the average of your Intelligence 
and Dexterity. 

If you pass, turn to 36 

If you fail, turn to 43 


As you race towards the elf, he moves his hands in a curi- 
ous fashion; as if he is grasping at the fetid air. Glow- 
ing, leprous hands burst out of the swamp and grab 
at you. 
If you have any followers, dice to determine which of 
you gets caught; if you are on your own, the hands 
automatically go for you. 
The victim suffers 3 dice (TARO) of molten 
agony which may not be healed by any means 
during this adventure. 
If your Constitution is reduced to 0 or less, turn to 
99 
~ Otherwise, turn to 30 


17 
The Knights have a MR equal to 40 plus 15 
points for each follower you have. 
They are wearing armour which will absorb 1/10th of 
their current MR in combat turn (round fractions up). 
If they score 3 or more Spite in any combat turn, 
they are overwhelmed by Righteous Fury: in each 
combat turn thereafter until the end of the fight, roll 
an extra 1d6 for the Knights’ attack. The amount 
rolled counts as automatic Spite damage against both 
sides. (Figure this damage separately to the main com- 
bat rolls.) This effect can apply multiple times; add an 
extra 1d6 each time it is triggered. 
At the end of each combat turn, make a level 1 Saving 
Roll against Luck. If you fail any roll, make a note of 
this paragraph and then turn immediately to 52 
If the Knights defeat you, turn to 99 _ 
If you defeat them, turn to 45 _ 


You leave your followers behind (make a note of them 
as you may return to them later) and walk boldly to- 
wards the tents. 

Make a level 2 Saving Roll against the average of Intel- 
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ligence and Charisma. 
If you pass, turn to 46 
If you fail, turn to 39 
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19 

You free her from her bonds. With a cruel smile she steps for- 
ward and does indescribable things to the fallen. Then she does 
different and equally indescribable things to you. Finally she 
hands you a link from the chain that bound her. “This is meteoric 
iron, Rare and valuable. Fare well, dear monster.” She pockets 
the golden cup and departs. 

You may take the rusty chain if you wish. While it is in your 
possession you will not be able to perform magic. 

Then you leave. Turn to 88 


20 

Safely hidden inside the carcass, you hear a soft thump and the 
sound of harsh voices as the rascals do piratey things. 

Roll %d6 (roll 1d6 and halve the result, rounding fractions up). 
This is the number of hours you remain inside the carcass. For 
each hour that passes, make a level 1 Saving Roll against Luck. 
If you fail any roll, turn immediately to 55 

If you pass all the rolls, you emerge from the carcass when you 
think it is safe. Turn to 62 


21 

Calamitus lifts it up to the light. 

A RARE GIFT INDEED. ONE WHICH DESERVES TO BE 
USED. He holds out the vial to you. THE CONTENTS WILL 
GIVE YOU GREAT POWER. BUT ALL POWER COMES AT 
A COST. WILL YOU PROVE YOUR LOYALTY BY DRINK- 
ING FROM THE GLASS, THAT YOU MAY SERVE ME BET- 
TER IN FUTURE? 

If you drink, turn to 91 

If you politely decline, turn to 98 


22 

Make a level 1 Saving Roll on the average of your Intelligence 
and Dexterity. 

If you have any followers, the saving roll is one level harder for 
every 5 followers you have (round up any fractions). 

If you pass, turn to 50 

If you fail, turn to 43 


23 

The elf lifts his head and groans. In addition to his other ailments 
you notice a number of his toes have been chewed off. 

“A foul monster lurks in the shack. Meaning no offence to 
yourselves,” he says in reply to your questions. “That is to say — 
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it makes its home in the swamp, but the shack provides the 
quickest way to reach its vitals.” (Even whilst expiring the elf is 
remarkably prolix.) 

“T tried to fight it, but as you can see...” Wheezing he takes a 
tattered scroll from his torn jacket. “This is the only treasure I 
have left. Take it in good fellowship, and return it to my people. 
It is — valuable - “With a final dramatic choke he expires. 

If you want to read the scroll, turn to 37 

If you keep it as a possible gift for Calamitus, note it on your list 
of possessions. You may then explore the shack by turning to 44 
Alternatively if you simply want to get out of the swamp turn to 
10 


24 

The travellers have a MR equal to 30 plus 10 points for each fol- 
lower you have. 

If the travellers score 2 or more Spite in any combat turn, make a 
note of this paragraph and go immediately to 52 

If the travellers defeat you, turn to 99 _ 

If you defeat them, turn to 59 _ 


25 

You leave your followers behind (make a note of them as you 
may return to them later) and creep towards the tents. 

Make a level 2 Saving Roll against Dexterity. 

If you pass, turn to 60 

If you fail, turn to 39 


26 

You prove yourself a mighty and cunning warrior. Now only you 
and the elf are standing. She turns to you eagerly. 

“My saviour!” she gasps. “Now release me and I will reward you 
richly!” 

If you do so, turn to 19 

Otherwise you may take the gold cup and leave. Turn to 88 


27 

You reach the cliff top with ease. If you left any followers up 
here, half of them (round up) have wandered off. You may 
choose which followers remain. 

With relief you set your face towards Calamitus Castle. Turn to 
97 


28 

Calamitus barely glances at it before tossing it to one side. 

ELF MAGIC, he sneers. A PRETTY ENOUGH TOY, BUT TOO 
GAUDY FOR MY TASTE. WHAT ELSE DO YOU HAVE FOR 
ME? 

You receive 100AP for offering the scroll (which Calamitus 
keeps). Return to 97 and offer him something else. 


29 

Make a level 2 Saving Roll on Speed. 
If you pass, turn to 57 

If you fail, turn to 43 


30 

By the time you reach the elf, he has expired. After kicking his 
body around a bit, you search him and find a tattered scroll 
stashed inside his clothes. 

If you want to read the scroll, turn to 37 

If you keep it as a possible gift for Calamitus, note it on your list 
of possessions. You may then explore the shack by turning to 44 
Alternatively if you simply want to get out of the swamp turn to 
10 


31 

If you are alone, make a level 2 Saving Roll on the average of In- 
telligence and Charisma. If you have any followers, the Saving 
Roll is level 3. 

If you pass, turn to 66 

If you fail, turn to 73 


32 

You leave the tents far behind and after a weary journey you find 
yourself walking along a clifftop. The wind is blustery and the 
going is treacherous. Far below you can hear the waves crashing 
against cruel rocks where the sea meets the land. 

Recover any WIZ you have expended. You may then visit the 
Encounter Table. 

Sea birds are circling and crying overhead, swooping now and 
again upon a large dark object at the base of the cliffs. More im- 
portantly perhaps you can see in the distance the black fumes 
which belch day and night from Calamitus Castle. 

If you wish to climb down the cliffs and investigate the dark ob- 
ject, turn to 68 

If you would rather hurry back to Calamitus, turn to 97 


33 

The giant barbarian whirls around. 

“What manner of creature are you, dog?” he spits. “No matter, 
you'll be dead before it matters. Have at thee, swine!” Slightly 
confused about your Kindred, he swings at you with his axe. 

He has a MR of 36. 

After each combat turn, make a level 2 Saving Roll against Luck. 
If you fail, the noise of battle has attracted another barbarian with 
a MR of 18. 

They have the special ability Spite 2/Body Odour; if they score 2 
or more points of Spite in a single combat turn, make a level 1 
Saving Roll against your current CON or deduct the amount you 
failed by from your total score for that turn (minimum 2d6 if you 
fumbled). 

If the barbarians reduce your CON to 0 or less, turn to 99 

If you defeat them all, turn to 26 _ 


34 

When the captain is struck down, his hat falls off his head. As 
does his hair, which seems to be a skull cap — quite literally a 
cap made from someone’s skull, with the skin and hair still ad- 


hering. 

If you decide to put it on your own head, turn to 76 

Otherwise, add it to the list of possible treasures to present to 
Calamitus and turn to 62 


35 

Calamitus laughs so hard you fear he might break something. 
GOLD, YOU OFFER ME? GOLD I HAVE IN PLENTY. YOU 
LACK THE WIT TO COMMAND MY ARMY. INSTEAD I AP- 
POINT YOU CUSTODIAN OF THE WIZARDLY TOENAIL 
CLIPPINGS. HERE, he tosses the cup at you. KEEP THEM IN 
THIS. 

Despite his scornful words you bask in the honour of your ap- 
pointment. It’s a responsible job and reasonably safe to boot. 

You receive 200AP. Turn to the Treasure Table to see what you 
can do with your other treasures. 
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36 

You strike with great cunning and great cruelty. The youth 
sprawls in the dirt. 

Disappointingly, his armour turns out to be cloth which has been 
treated with a chemical to make it shine. Its protective value is 
negligible. 

His shiny sword, though, looks as if it might have some magical 
powers. If you want to take it, add it to the list of items you can 
present to Calamitus when you get home. 

If you now want to return to the tower, go to 57 

If you wish to move on, turn to 71 a 


37 

Make a level 2 Saving Roll against Intelligence. 
If you pass, turn to 51 

If you fail, turn to 58 


38 

You hear a deafening roar from somewhere close by. The ground 
begins to shake as if something very heavy is moving towards 
you. Make a level 1 Saving Roll on the average of Speed and In- 
telligence. 

If you pass, turn to 80 

If you fail, turn to 87 


39 

A group of horsemen, huge barbarians with shaggy beards, rise 
up as if from nowhere and charge towards you. Evidently their 
intention is to bind you with ropes and take you prisoner. 

If you surrender, turn to 67 

If you want to fight them, turn to 74 


40 
You sneak away with a dented gold cup. Turn to 88 
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41 

The pirates relieve you of all your possessions and sail away 
laughing. You have no treasure, money or armour and the only 
weapon remaining to you is the dagger concealed about your per- 
son (a 2d6 weapon). 

Now it is time to leave. Turn to 96 


42 

Calamitus regards it thoughtfully. 

IT MAY BE OF SOME LIMITED USE, I SUPPOSE. I PLACE 
YOU IN CHARGE OF IT. FILE IT DOWN TO 1000000 
PIECES AND DISTRIBUTE THEM AMONG MY ARMY. 

You receive 200AP and an important new commission. Go to the 
Treasure Table to check what your other treasures are worth. You 
may keep part of the chain for yourself. 


43 

You are too clumsy or too noisy and the youth spots you. With a 
sardonic smile he pulls out his sword. You have lost the element 
of surprise and now you must fight. 

Use the standard M!M! Combat rules. 

The youth has a MR of 40. Any followers you have gained will 
not contribute to this fight as they are overawed by the youth’s 
general air of sanctity. 

If you win the fight, turn to 36 

If you lose, turn to 99 iad 


44 

Treading cautiously you enter the shack. It looks even worse in- 
side. The walls and ceiling are a mad profusion of creepers and 
fungi. The heat is stifling. The floorboards are smashed into 
jagged splinters leaving a big pool of scummy water in the 
middle of the floor. Bubbles are rising to the surface where they 
burst with a foul stench. Somewhere far below you can see a 
faint glimmer as if some shining object is lying in the depths. 

If you have any followers, you can choose one to dive in and ex- 
plore. Turn to 65 

If you want to dive in yourself, turn to 72 

If you decide to retreat, turn to 79 ae 


45 

The bodies of your enemies lie mangled around you. Any surviv- 
ors (whether knight or traveller) have fled. 

You perform a quick search but find little of value. The knights 
and travellers are immune to the lure of worldly riches. If you 
have any followers, each may seize a weapon adding 5 to its cur- 
rent . 

With a sigh you resume your quest. Turn to 04 


46 

The tent-people are muscular giant barbarians armed with axes, 
crude bows and overpowering body odour. The leader swaggers 
towards you. 

“Our Lord would have words with you,” he grunts producing a 
rope. “You must be bound before you enter our settlement.” 

If you consent to be bound, turn to 67 

If you prefer to fight, turn to 74 _ 
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47 

They march you out of the camp and bid you an affectionate 
farewell. By the time they are out of sight you realise they have 
done their best to steal all your stuff. 

Make a Level 1 Saving Roll against Luck for each of the treas- 
ures you were carrying back to Calamitus. If you fail the roll, 
you lose the item. 

Sadly disappointed in the honesty of the barbarians you move on. 
Turn to 88 


48 

The pirates take all your possessions and carry you off to their 
ship, where they chain you to an oar (less fun than it sounds). 
After many years of hardship, danger and salty epithets you are 
set free, broken in body and spirit. You receive 200AP for what 
you have undergone. But you never see Calamitus Castle again. 


49 

Calamitus throws it back at you. 

A FITTING ADORNMENT FOR A COMMON FOOT-SOL- 
DIER, THEREFORE KEEP IT AND SOLDIER ON. 

He confiscates all your possessions except the skull cap and a 
rusty dagger, then banishes you to a small fort on the borders. 
You receive 150AP for surviving. Consult the Treasure Table if 
you are wondering what to do with the skull cap. 


50 

You follow at a discreet distance, and watch in fascination as the 
pale figure appears once more at the window, arms outstretched 
in longing. Without hesitation the youth enters the tower. 

If you wish to follow him, go to 57 

If you believe it’s best to draw a veil over events in the tower, 
tun to 71 


51 

As the scroll crumbles to ash, the wisdom of the elves suddenly 
floods into your brain. Roll 1d6 and permanently increase your 
Intelligence by that amount. 

Unfortunately all wisdom comes at a cost. Roll 1d6 and perman- 
ently decrease your Strength by that amount. If this reduces your 
Strength to 0 or less, you collapse; turn to 99 

If you survive, you may explore the shack by turning to 44 
Alternatively if you simply want to get out of the swamp turn to 
10 


52 

One of the travellers rears up (even if you thought they had all 
been killed previously) and sinks yellowing fangs into your flesh. 
Take 1d6 direct CON damage. 

If this reduces your CON to 0 or less, turn to 99 

Otherwise, turn to 94 — 


53 

Make a level 2 Saving Roll on the average of Intelligence and 
Dexterity. 

If you pass, turn to 26 

If you fail, turn to 33 


54 

The giant’s lip curls in a sneer. 

“Not bad I suppose,” he sneers. “You have some glimmer of 
promise. Will you accept initiation into our fellowship, that we 
may teach you the Way of the Horseman? Or will you test your- 
self against us in combat?” 

If you wish to fight, turn to 74 

If you agree to be initiated, turn to 05 


55 

You must have dozed off. You are woken by a gentle rocking 
motion. You burrow your way out of the carcass and look about 
you aghast. 

At some point the tide has come in, floating off the carcass with 
you inside. Fortunately it is reasonably buoyant and edible as 
well, though hardly pleasant to eat. Take 1d6 points of direct 
CON damage to reflect the privations of the voyage. 

If this reduces your CON to 0 or less, turn to 99 

Otherwise you eventually make landfall. Permanently halve the 
MR of all your followers due to short rations. 

By some remarkable coincidence you recognise the dreary shores 
of Calamitus’ realm. Worn out in body and spirit you head for the 
Castle. Turn to 97 


56 

Calamitus gloats. 

NOW THIS IS MORE LIKE IT. He whisks it away so fast you 
almost wonder if magic is involved. 

You ask about your reward. 

YES, YES, BE A CAPTAIN IF YOU WANT. I WILL WRITE 
YOU SOME ORDERS LATER. NOW LEAVE ME IN PEACE 
WITH THE, ER, THIS THING. 

Calamitus shoos you out the door. You receive 400AP and be- 
come a Captain in the wizard’s army. You may also consult the 
Treasure Table to see what your other possessions are worth. 
Congratulations, it’s so hard to find gifts for an evil wizard... 


57 

The door of the tower is unlocked. You walk straight in and 
bump into a statue which looks strangely familiar. It appears to 
be an exquisitely carved likeness of a youthful hero with a 
sword. And as your eyes grow accustomed to the gloom, you 
perceive that many similar statues adorn the floor. 

A slender figure glides down the stairs. Make a level 1 Saving 
Roll on the average of Intelligence and Luck. 

If you pass, turn to 64 

If you fail, turn to 85 


58 
You cannot read the words but in some arcane fashion you sense 


they are reading you. 

Roll 2d6. DARO does not apply. The total rolled is the new value 
of your Intelligence OR Charisma (your choice). This is a per- 
manent change to the attribute value. 

The scroll crumbles to ash. Remove it from your list of posses- 
sions. 

You may now explore the shack by turning to 44 

Alternatively if you simply want to get out of the swamp turn to 
10 


59 

The chief knight (recognisable by a certain nobility of bearing) 
steps towards you. 

“A noble fight, good sir, madam or other. But in brawling along 
the highway you have broken the King’s peace. The punishment 
is death. On guard!” 

The knights draw their swords and advance. Now you must fight 
them. Turn to 17 


60 

You enter the settlement without a problem. The inhabitants are 
large, hairy barbarian types armed with crude weapons. Evid- 
ently they have not learned much about personal hygiene either. 
Intent on their own business of arguing, horseplay and quaffing 
they pay no attention to you for the moment. 

Following your nose you creep towards the biggest, most ornate 
and stinkiest tent of all. Inside, a giant barbarian is haranguing a 
skinny female. The latter is no tent-dweller; her sharp features 
and pale, translucent skin mark her as an elf, perhaps one of the 
fabled Moon Elves. She is fastened to a lump of concrete by a 
short chain of some ochre metal. 

The barbarian guzzles ale from a dented golden cup, leaving 
much of the drink adorning his beard. 

“Well, Theia?” he demands. “Are you ready to come to terms?” 
“Never!” exclaims the elf proudly. “Never will I submit to you, 
barbarian.” With a curse he throws the cup aside and reaches for 
her. 

If you wish to try knocking the barbarian out while his attention 
is elsewhere, turn to 53 

If you want to steal the golden cup, turn to 81 

If you don’t want to get involved in this domestic dispute, turn to 
88 
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61 

The giant barbarian smiles. 

“Very good,” he grunts. “With practice you might one day aspire 
to become my official fool. Will you accept initiation into our 
fellowship, that we may teach you the Way of the Horseman? Or 
if you prefer you may go your way in peace.” 

If you want to join the barbarians, turn to 05 

If you want to move on, turn to 47 a 


62 

The pirate ship and its scurvy crew is a speck in the distance and 
is clearly no danger to you. Examining your surroundings. you 
see that there are fairly obvious signs of digging at the base of 
the cliff. It’s also apparent that the tide is coming in rapidly! 

If you want to dig up the buried treasure, turn to 69 

If you decide it’s time to return to the clifftop, turn to 96 


63 

Calamitus snorts. 

NOT WHAT I WAS EXPECTING. STILL THEY MAY BE OF 
USE IN THE WAR. I APPOINT YOU THEIR COMMANDER. 
YOU MUST FEED THEM, HOUSE THEM AND DISCIPLINE 
THEM. IF THEY COMMIT ANY CRIMES YOU WILL 
SHARE THEIR PUNISHMENT. 

With these kind words he banishes you from his presence. You 
receive the total MR of your followers in bonus AP. 


64 

With a shock you realise the secret of the tower. The occupant is 
a Gorgon! Now you must fight. 

The Gorgon’s is equal to 40 plus an additional 15 points for each 
of your followers. All of your followers may fight. 

If the Gorgon scores two or more points of Spite damage in a 
single combat turn, it will attempt to turn one of your party to 
stone. If you have one or more followers, dice to decide who suf- 
fers the attack. (As the party leader, your chance of being tar- 
geted is double that of the others.) If you are alone it will always 
direct its gaze on you. 

The target may make a Saving Roll to avoid the effect of the at- 
tack: you must save on the average of Speed and Luck at a level 
equal to the amount of Spite damage inflicted by the Gorgon this 
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tum. Your followers must roll 11 or more on two dice (DARO) to 
avoid the attack. 

If you defeat the Gorgon, turn to 92 

If you are turned to stone, turn to 85 

If you are defeated in normal combat, turn to 99 


65 

As soon as your follower hits the water the entire shack con- 
vulses as the floor slams shut! The ‘splinters’ were jagged teeth, 
the whole shack is the mouth of some monstrous creature that 
lies beneath the swamp. 

If you have any remaining followers, they flee precipitately. You 
have lost all your followers. Word of your ruthlessness travels 
fast — reduce your Charisma permanently by two points. 

Your only concern now is to get clear of the swamp as fast as 
you can. Turn to 10 


66 

The chief knight listens to your argument impassively. At last he 
bows stiffly. 

“You make a convincing case,” he says his words slightly 
muffled by his helmet. “Very well. We shall allow you to depart 
in peace on this occasion. Do not allow us to catch you tres- 
passing on the King’s road again.” 

With a curt signal to his comrades he rides off. 

One of the travellers steps forward. 

“My gratitude,” he says in a gravelly voice. “I regret we have 
little in the way of material goods with which to reward you. But 
perhaps... yes, perhaps you will find this of value.” 

He takes out a glass vial from under his cloak and swiftly slips it 
under his hood. There’s a gargling sound and he hands the vial to 
you. It is now half full of some glutinous substance. 

“You will find this a rare elixir,” he tells you. “It will strengthen 
you in time of need.” He bows, marginally less stiffly than the 
knight and then he and his companions are gone. You never saw 
their faces. 

If you wish to drink from the vial, make a note of this paragraph. 
Then turn to 94 

Alternatively you may keep the glass vial as a possible gift for 
Calamitus. 

Once you are finished, turn to 04 


67 

You are carried helpless into a large tent where sits a giant bar- 
barian drinking from a dented golden cup. His eyes narrow 
cruelly as he beholds you. With a contemptuous gesture he or- 
ders your bonds struck off. 

“What manner of creature are you, dog?” he demands. “Well, it 
matters not. A new plaything is always welcome. Can you sing? 


Dance? Or will you pledge yourself to follow me, through fair 
weather and foul, hoof and heart until the earth’s tent-pole col- 
lapses and consigns us all to darkness?” 

If you offer to entertain him, turn to 95 

If you pledge yourself to him, turn to 05 

If you prefer to make a run for it, turn to 12 


68 

Decide which followers you wish to take with you when you 
climb down. Any you do not choose will remain on guard at the 
top of the cliffs. 

To climb down successfully you must make a level 1 Saving Roll 
on Dexterity. Each of your followers must roll 9 or more 
(DARO) on 2d6. 

Anyone who fails to make the roll is dashed to pieces on the 
rocks below. If that includes you, turn to 99 

If you survive the climb, turn to 75 a 


69 

Divide your strength by 10 and round up. That is the number of 
dice you may roll during each turn of digging. If you have any 
followers with you, you may roll two extra dice. 

For each turn of digging, roll the dice as shown. Doubles add and 
roll over. You are aiming to reach a cumulative total of 25. 

For each turn of digging you must also make a level 2 Saving 
Roll against Luck. If you fail any roll, the tide has caught you! 
Turn immediately to 83 

If you hit your cumulative total without being caught by the tide, 
turn to 90 


70 

Make a level 1 Saving Roll on the average of Intelligence and 
Charisma. For each Treasure you have retained the Saving Roll 
is one level harder. 

If you pass, turn to 77 If you fail, turn to 84 


71 

At last you reach the end of the mountain range. Here you re- 
cover any lost WIZ. You may then visit the Encounter Table, re- 
turning here once you have done so. 

In front of you the land descends towards a dreary miasmatic 
swamp. With a sigh you begin to pick your way through. Turn to 
02 


72 

As soon as you hit the water the entire shack convulses as the 
floor slams shut over your head! The ‘splinters’ were jagged 
teeth, the whole shack is the mouth of some monstrous creature 
that lies beneath the swamp. Instantly you feel a burning pain as 
its digestive juices get to work on you. 

Make a level 2 Saving Roll on the average of Intelligence and 
Speed. 

If you pass, turn to 86 

If you fail, turn to 93° 


73 

“Monster! Abomination!” shrieks the chief knight. The travellers 
take a step back as the knights charge you. Now you’ll have to 
fight them. Turn to 17 


74 

To calculate the barbarians’ MR, multiply your level by 25. You 
must fight this battle alone. 

If the barbarians score 2 or more points of Spite in a single com- 
bat turn, they have snared you in their ropes. Halve your combat 
adds in the following combat turn. 

If the barbarians defeat you, turn to 99 

If you defeat them, you get away. Turn to 88 


75 

The object turns out to be the carcass of a monstrous sea- 
creature. There is nothing else to interest you (unless you are in- 
terested in rocks, waterlogged timber and at least one incongru- 
ous item such as a set of dentures). But on the horizon you spy 
the sails of a large ship! 

If you want to attract its attention, turn to 82 

If you want to hide from the ship, turn to 89 


76 

As soon as you put it on the cap welds itself to your head. You 
will not be able to take it off unless you also remove your head. 
It is a “thinking cap”; add 1d6 points to your Intelligence. 
Deduct 1d6 points from your Charisma because it makes you 
look silly. 

Make a level 1 Saving Roll against your new Intelligence rating. 
If you pass, you spot something of interest. Turn to 62 

Otherwise you will have to make the long climb back to the 
clifftop. Turn to 96 


77 

Calamitus gives vent to a booming laugh. 

YOU ARE CERTAINLY AUDACIOUS, PLL GRANT YOU 
THAT. 

As a reward for amusing him, he confiscates most of your treas- 
ure but allows you to keep one item. Choose which item you 
wish to keep and then consult the Treasure Table. You receive 
200AP for your cheek. 


78 

Calamitus frowns. 

A MIGHTY GIFT INDEED. SO MIGHTY I WONDER THAT 
YOU DID NOT KEEP IT FOR YOURSELF. 

He stashes it hastily before you change your mind. You receive 
400AP for your offering. After lengthy consideration, Calamitus 
does not grant the promotion you craved. Someone as clever and 
as loyal as you will be best employed on more dangerous tasks... 


79 
You beat a hasty retreat as the ground begins to convulse around 
you. Take 50 bonus Adventure Points for your good sense. 
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Now your main concern is to get out of the swamp as fast as you 
can. Turn to 10 


80 

Something huge, heavy and invisible rushes past you, catching 
you a glancing blow as you scramble out of its way. You are 
knocked unconscious, and when you wake up you are alone — 
knights, travellers and even your own followers are gone. (cross 
them off your list of assets.) Also, you are suffering from concus- 
sion. Reduce your Intelligence by 3 for the remainder of the ad- 
venture. 

You pick yourself up and continue your quest. Turn to 04 


81 

Make a level 2 Saving Roll on the average of Dexterity and 
Speed. 

If you pass, turn to 40 

If you fail, turn to a3 


82 

The ship alters direction and makes for the shore. As it ap- 
proaches you see it is flying the notorious “Yellow Hobb”, a sign 
that it is engaged in piracy. 

Presently it anchors and lets down a boat. 

If you want to try running away, you will have to climb the cliffs 
again. Turn to 96 

If you want to attack the pirates when they land, turn to 06 

If you wait to see what the pirates have to say (they might be de- 
cent sorts after all) turn to 13 


83 

Make a level 1 Saving Roll against Intelligence. 

If you pass, you spotted the tide just in time and begin to 
scramble up the cliff. Turn to 96 

If you fail, a huge wave dashes you against the rocks before 
sweeping you out to sea. Turn to 99 


84 

Calamitus is in a towering rage and also seems just a little hurt. 
SO THIS Is HOW YOU REPAY MY KINDNESS? he demands. 
SO BEIT... 

He unleashes a terrible curse upon you. You are shrunk to a being 
approximately two inches tall. Reduce all of your prime attrib- 
utes to 1/100th of their current value. (You may round up though. 
Let no one say that Calamitus is without mercy.) 

In the coming war you will be serving in the front line, armed 
with a toothpick for shoving in the enemy’s feet. Needless to say, 
Calamitus confiscates all your stuff. You receive 50AP as a con- 
solation prize. 


85 

The gorgon shrieks in triumph as its gaze turns you to stone. 
Then it makes a disgusted sound as it beholds your form. It must 
be said (though you cannot speak), you are hardly a match for 
the assembled heroes with whom you share the tower. With a 
grunt she topples you to the ground where you shatter into a mil- 
lion pieces. Turn to 99 
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86 

Thinking quickly you tickle the creature’s throat. With a mighty 
belch it vomits you high into the air and you perform a graceful 
dive into the swamp. Fortunately it’s a soft landing. 

You take %d6 of direct damage against your Constitution due to 
the effect of the acid. If this reduces you to 0 or less, turn to 99. 
Otherwise you are alive and your possessions are intact, although 
your followers have run off in a panic and you know there is no 
chance of finding them again. As a consolation prize you have 
emerged clutching a monstrous tooth. 

You trudge through the swamp looking for a way out. Turn to 10 


87 
Something huge, heavy and invisible squashes you flat. Turn to 
99 


88 

You return to the spot where you left any followers. Naturally 
they have wandered off in the meantime. 

To recover them, you must make a series of Saving Rolls against 
Luck. 

To recover the first follower, make a level 1 Saving Roll. 

To recover the second follower, the roll is at level 2... and so on. 
You may roll for your followers in any order, but once you have 
failed to make a roll you may not attempt to recover any more 
followers. 

Once you are finished you move on. Turn to 32 


89 

A cunning plan occurs to you. Hiding inside the carcass might 
work. 

If you are alone, make a level 2 Saving Roll against Dexterity. 

If you have any followers with you, make a level 2 Saving Roll 
on the average of Dexterity and Charisma. 

If you pass, turn to 20 

If you fail, you leave some important part visible. Turn to 13 


90 

You unearth a small but heavy casket. Without a key there is no 
immediate way to open it. With the tide lapping around your feet 
it’s time to go. Turn to 96 


91 

Infection sears through your body. You feel as if your veins are 
on fire. Immediately halve your Charisma, Dexterity and Intelli- 
gence as the venom eats through your skin and your brain. Add 
2d6 points each to Strength and Constitution. These changes are 
permanent. 

You receive 300AP for amusing Calamitus and you may consult 
the Treasure Table to see what your other possessions are worth. 


92 

The creature falls to the ground. The light of its eyes grows dim. 
If you think the gorgon’s head would be a good conversation 
piece which might serve as a gift for Calamitus, you may hack it 
off and add it to your possessions. 

Once you have decided, you must move on. Turn to 71 


93 

The monster swallows you down and gets on with the process of 
digesting you. This takes a surprisingly long time and is even 
more horrible than it sounds. Turn to 99 


94 

Infection sears through your body. You feel as if your veins are 
on fire. Immediately halve your Charisma, Dexterity and Intelli- 
gence as the venom eats through your skin and your brain. Add 
2d6 points each to Strength and Constitution. These changes are 
permanent. 

Any followers you have scream with fear on beholding the ter- 
rible changes wrought upon you. Make a level 1 saving roll 
against your (reduced) Charisma for each follower. If you fail, 
the follower deserts. 

If you are currently in a fight, your enemies are similarly af- 
fected. For each follower which deserts, deduct 15 points from 
your enemy’s MR. If this reduces them to 0 or less, you have 
won the fight. 

Return to the paragraph which sent you here (or to the paragraph 
that sent you to paragraph 52 if that’s where you came from) and 
ignore any further instructions which direct you to this paragraph 
or to paragraph 52 


95 

You decide whether to demonstrate your juggling skills, tell a 
few jokes or simply flatter the barbarian oaf. 

Make a Saving Roll against Dexterity OR Intelligence OR Cha- 
risma. 

If you succeed at level 1, turn to 54 

If you succeed at level 2 or better, turn to 61 

If you fail, the giant shows his displeasure by turning you over to 
his henchmen who attack you. Turn to 74 


96 

Slowly you begin to make your way up the cliffs again. 

If you have any followers left at the base of the cliff, each one 
must roll 10 or more on 2d6 (DARO) in order to reach the top 
without mishap. 

As you have already been this way once before you are more 


confident in finding a safe route. Roll 2d6; on any roll except a 3 
you negotiate the cliff successfully. Turn to 27 

If you roll a 3, you were over-confident and plummet on to the 
rocks. Turn to 99 


97 

After many dangerous adventures you return to Calamitus 
Castle. The evil wizard has been waiting for you. He stretches 
out his hand to receive your offering. 

GIMME, he says laconically. 

Choose one gift from among the treasures in your possession and 
turn to the relevant paragraph to see Calamitus’ reaction. If you 
survive, turn to the Treasure Table to determine what you can do 
with anything else you have obtained. 

Shiny sword: 07 

Gorgon’s Head: 14 


Glass Vial: 21 

Scroll: 28 

Gold Cup: 35 

Rusty Chain: 42 

Skull Cap: 49 — 

Casket: 56 

Monstrous Tooth: 78 

Your remaining followers: 63 (only if you have some!) 
Nothing but your loyalty: 70 


98 

Calamitus frowns. 

IT SEEMS YOUR LOYALTY IS OUTWEIGHED BY CON- 
CERN FOR YOUR OWN SKIN. I CANNOT TRUST YOU TO 
SERVE IN MY ARMY, MUCH LESS TO COMMAND IT. BUT 
PERHAPS YOU MAY STILL BE USEFUL IN SOME CAPA- 
CITY... 

He confiscates all your possessions and places you in charge of 
gluing skulls to the outside walls of Calamitus Castle. The glue 
has a mind of its own and sometimes you end up gluing your 
own skull in place, which is painful and embarrassing. You re- 
ceive 100AP for having survived the quest. 


99 

As the light fades from your rheumy eyes, Calamitus’ dread 
voice comes to your ears once more: 

AN INTERESTING GIFT INDEED. YOUR IMMINENT DE- 
MISE IS MOST GRATIFYING AND NOT A LITTLE AMUS- 
ING. IWOULD REWARD YOU, BUT -- 

Sadly you never get to hear how the sentence finishes. 
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The Encounter Table 
The procedure for resolving an Encounter is as follows: 


1. Roll two six-sided dice to determine what you encounter. 

2. Encounters 2 and 12 are special encounters. See the detailed instructions below. 
3. For all other encounters you may either Hide, Negotiate or Attack. 
4 


. Hiding and Negotiation require a Saving Roll. If you fail to make the roll you must attack. You are al- 
ways allowed to attack. 


5. To Hide you need to pass a Saving Roll against Dexterity. To Negotiate you roll against Charisma. The 


Table shows the required level. “A” means “Automatic Success”. “x” means “Not allowed against this 
opponent”. 


6. If you are defeated in combat, turn immediately to paragraph 99 


7. The basic of encounters is shown in the column headed “MR”. Important: if you currently have any 
followers, add 20 points to this basic rating for each follower you have. Example: If you are fighting 
an enemy with an MR of 28, and you have two followers, the total MR of the enemies you are fighting 
is 28+20+20=68. Note that the Elf is an exception to this rule. 

8. Each monster you encounter also has an associated Special Rule. Many of these are triggered by Spite. 
See below for an explanation of the Special Rules. 

9. If you successfully Negotiate, you gain one follower. Add the follower’s basic MR (as shown in the 
table) to your band of followers. Keep a separate note of each follower you gain. You will find that 
combat is quicker if you also keep a running total of your followers’ aggregate MR. 

10. If you successfully Hide or Negotiate you may immediately roll on this table again. Any other result 
means that you must return to the paragraph that sent you here. You may not visit this table twice from 
the same paragraph. 


Hide Negotiate 


2d6 Encounter DEX CHR MR Special Rule 
2 Quarrel x x x See below 
3. Wicked Elf 2 3 30 Fights Alone; 2/Disfiguring Blow; Not a Team Player 
4 Uruk 1 1 20 2/Dirty Fighter 
5 Serpent man 2 2 20 2/Muscular Tongue 
6 Human scum 1 A 18 4/Magical Attack 
7 King Barry’s Knights 3 x 28 Armoured; 3/Righteous Fury 
8 Goblin 1 1 15 2/Tricksy; Not Very Brave 
9 Zombie A 3 24 Slow: 1/Feels No Pain 
10. Hrogr 1 2 30 3/Crushing Blow 
11 Hobb renegade 2 1 12 2/Fast Bowler 
12 Rebellion x x x See below 


Special Rules 

Note. The special rules below are described from the perspective of the creature’s enemies. When your follow- 
ers fight alongside you, use their special rules to your benefit. If you have multiple followers, you may either 
roll for each one individually in combat or combine their MR into a single total and roll as if for a single in- 
dividual. If you are doing the latter, you may choose any combination of Spite effects which would apply to in- 
dividual followers. Example: If you are fighting alongside a Hrogr and a Serpent man who score 4 Spite, you 
could choose 2/Muscular Tongue twice or 3/Crushing Blow once (ignoring the excess point of Spite). 
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Special Rules 


Quarrel 


Wicked Elf 


Uruk 


Serpent man 


Human scum 


King Barry’s 
Knights 


Goblin 


Zombie 


Hrogr 


Hobb renegade 


Rebellion 


If you have two or more followers, a quarrel breaks out. Divide your followers into two 
“sides” of roughly equal numbers — use any random method to do this. The two sides then 
fight it out until only one side remains. You may join the fight or remain aloof as you wish. 
The survivors continue to follow you. 


Fights Alone: If you attack the Elf you must fight alone. His MR is always 30. 
2/Disfiguring Blow: If the Elf scores 2 or more Spite in a single combat turn, you perman- 
ently lose 1 point of Charisma for each point of Spite scored against you this turn. 

Not a Team Player: If you manage to recruit the Elf, any other followers you currently pos- 
sess will immediately desert (even other Wicked Elves). You may not recruit additional fol- 
lowers while the Wicked Elf is following you. 


2/Dirty Fighter: If the Uruk scores 2 or more Spite in a single combat turn he attempts 
some underhand trick. He adds 1d6 to his Hit Point Total for each point of Spite inflicted. 
Further scores of 1 add and roll over. 


2/Muscular Tongue: If the serpent man scores 2 or more Spite in a single combat turn, his 
tongue flicks out and entangles you. You receive no adds for Dexterity or Speed in the next 
following combat turn. (Opponents with MRs deduct 3d6 (TARO) from their Hit Point 
Total for the turn.) 


4/Magical Attack: If human scum score 4 or more points of Spite in a single combat turn, 
one of them has an unsuspected aptitude for magic. You (or one of your followers, selected 
randomly) suffers a 2d6 (DARO) TTYF spell in addition to normal combat damage for the 
turn. This only ever happens once per fight. 


Armoured: ignore non-Spite hits equal to 1/10" of their total (current) MR. 

3/Righteous Fury: If the Knights score 3 or more Spite in any combat turn, they are over- 
whelmed by Righteous Fury. In each combat turn thereafter until the end of the fight, roll 
an extra 1d6 for the Knights’ attack. The amount rolled counts as automatic Spite damage 
against both sides. (Figure this damage separately to the main combat rolls.) This effect can 
apply multiple times; add an extra 1d6 each time it is triggered. 


2/Tricksy: Whenever the Goblins score 2 or more Spite in a single combat turn, they have 
pulled off some particularly fiendish bit of misdirection. Re-roll all their combat dice; they 
use whichever is the better of the two scores. Don‘ roll again if they get 2 Spite on the 
second roll. 

Not Very Brave: Whenever the side on which they are fighting suffers damage, roll 1d6. 
On a roll of 1, all goblins present on that side run away. 


Slow: You may automatically disengage from the Zombie at the end of any combat turn. 
1/Feels No Pain: Any time the Zombie scores Spite, his combat adds are based on his full 
(original) for that combat turn. 


3/Crushing Blow: In any combat turn in which the Hrogr scores 3 or more Spite, he has 
caught his opponent a crushing blow. You (or a randomly selected follower) must suffer all 
the Spite hits inflicted by the Hrogr this combat turn. 


2/Fast Bowler. If the Hobbs score 2 or more Spite damage in a single combat turn, some of 
them have disengaged to throw stones. Halve any damage you score against them this turn 
(except Spite). 


Make a Saving Roll against the average of Intelligence and Charisma. The level required is 
the number of followers you currently have. If you fail the roll, a number of followers 
desert equal to the number of levels you failed by. 
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The Magic Table 


Procedure: Look up the name of the spell. The table shows you its effect in each paragraph and/or each Encounter or combat situation. 
If you don’t see an entry here, your spell had no effect. You still expend the WIZ though. 


Spell 


Effect 


Amazing Accuracy 


Boom Bomb 


Call Element 
Curse Weapon With Fire 


Detect Magic; also 
Findacurse 


Die Demon Die! 


Dominate Dolt 


Double-Trouble 
Findacurse 
Frumious Damage 


Get Outta Here; also Scram 


Gtwel 
Hide Us All 


Magic Fangs 
Now You See It 
Quicker; also Swiftly Go 


Scram 


Shockenaww 


Slam Bam! 

Smoke ‘Em If You Got ‘Em 
Swiftly Go 

Take That You Fool 

Turtle Feet 


Whack a Dwon! 
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Combat: Works normally in any combat situation where you have a missile to use. 


Combat: Works as normal, but you may not cast the spell and fight in the same combat turn. 
You may prepare one Bomb in advance, but unless used immediately you must pass a Level 1 
Saving Roll against Luck to ensure the magic has not leaked out. 


Para 72: You automatically pass your Saving Roll if you summoned a Fire Elemental. 
Combat: Works normally, but you may not cast the spell and fight in the same combat turn. 


Para 36, 23, 30, 34, 90: The item is magical. 
Para 66, 26, 75: The item is not magical. 
Para 19: Impossible to tell because the item itself prevents the spell from working. 


Combat: Works normally, but you may not cast the spell and fight in the same combat turn. 


Negotiation: You may use this spell to enchant one individual per visit to the Encounter Table. 
Combat: Works normally, but you may not cast the spell and fight in the same combat turn. 

You must pass a Saving Roll against Intelligence to succeed, The required score is equal to the 
target’s . 


Works as normal. Each paragraph visited is equal to one turn. 
See Detect Magic 
Combat: Works normally, but you may not cast the spell and fight in the same combat turn. 


Combat: Works normally but you may not fight in the same combat turn. Make a Saving Roll 
on the average of Intelligence and Charisma to see if the spell succeeds. The required score is 
equal to the enemy’s . 


Works normally. 


Combat: Works as normal, but you may not cast the spell and fight in the same combat turn. 
Hiding: You automatically succeed in hiding from the current encounter. 
Para 15, 22, 25, 89: You automatically pass your Saving Roll. 


Combat: Works as normal, but you may not cast the spell and fight in the same combat turn. 


Para 38: You spot a huge creature moving swiftly towards you. You automatically pass your 
Saving Roll; Moreover, you have only taken 1 point of concussion damage when you wake up. 


Combat: works as normal. If you cast the spell on yourself, you may make one attack in the 
combat turn of casting and double attacks in succeeding combat turns. 


Combat: See Get Outta Here 


Combat: Works normally but you may not fight in the same combat turn. Make a Saving Roll 
on your WIZ to see if the spell succeeds. The required score is equal to the enemy’s . 


Combat: Works as normal, but you may not cast the spell and fight in the same combat turn. 
Para 72: You automatically pass your Saving Roll as the enemy starts choking. 

See Quicker 

Combat: Works normally, but you may not cast the spell and fight in the same combat turn. 


Combat: Halve the enemy’s Hit Point Total. You may not cast the spell and fight in the same 
combat turn. 


Combat: Works as normal, but you may not cast the spell and fight in the same combat turn. 


Items List 


Shiny Sword 


Gorgon’s Head 


Scroll 


Glass vial 


Gold cup 


Rusty chain 


Skull cap 


Casket 


Monstrous 
Tooth 


If you are fighting multiple enemies, make a Saving Roll against Charisma at the start of 
each combat turn. For each level you make, one foe is blinded by the sword and may not 
fight this turn. If you Fumble, you blind yourself and halve your combat score for the turn. 
Otherwise this is a standard 4d6 sword. A collector will pay you 100 gold pieces for it. 


After playing with the head for a while, you discover it has retained some of its original 
powers. You may use it like a shield in combat. It will not absorb any hits, but it has a mildly 
paralysing effect on opponents which you may use to add 2d6 to your Hit Point Total. If you 
roll a double the thing falls to pieces and is useless. While the head is intact a warrior will 
pay 50 gold pieces for it as it will make a good trophy. 


If you decide to read the scroll, turn to paragraph 37 to determine its effect. (Return here 
once you have resolved any effects.) Alternatively you may sell it to a collector for 50 gold 
pieces. 


If you decide to drink from it, turn to paragraph 94 to determine its effect. (Return here once 
you have resolved any effects.) Alternatively an apothecary will buy it for 20 gold pieces. 


Worth 75 gold pieces 


Made of meteoric iron, it negates any magic cast on the owner which is of fourth level or be- 
low. 


Paragraph 76 explains the effects if you put on the skull cap. (Return here once you have re- 
solved any effects.) A collector will pay 25 gold pieces for it. 


The casket defies all attempts to open it. You can sell it for 150 gold pieces. 


This artefact may be used once per day. When you are in a fight, throw it on the ground and 
it will transform into an exact replica of you (in whatever condition you are currently in). 
You can ask it to fight alongside you, or hold back the enemy while you get away. At the end 
of the fight, the replica turns back into a tooth in exactly the spot where it was standing (so if 
you ran away, you lose the tooth). 


Post script: Thank you for reading this small adventure. I hope you enjoy it. My thanks go to everyone in- 
volved in creating TrollsZine; for advice and assistance, inspiration and a great deal of enjoyment over the 


years. 
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Click here and ight it up! 


TABLE (vo.3) 


One of the many things I love about 
Deluxe Tunnels & Trolls™ and Monsters! 
Monsters!™ jis that they usually only re- 
quire a single type of dice. It’s nice when 
preparing to play and I don’t have to fum- 
ble around for other kind of die. I take my 
handy pack of ordinary, cube-shaped ran- 
domizers from my game shelf and I’m 
ready to go. 


Occasionally, however, an exception to 
the D6-only rule arises, typically when an 
adventure calls for a “D-something-else.” 
The standard language table found in 
many editions of Ken’s game system is 
the single exception I’m aware of that re- 
quires something other than a D6, in this 
case percentile dice, and I’ve always 
thought that it was odd, not to mention a 
little annoying. So, I decided to concoct a 
new version of the table that utilizes only 
six-sided dice, keeping the respective 
probabilities for each result close to in- 
tact. Thus, the following is a D6 language 
table that is based on the one found in the 


DT&T handbook on page 203 but is us- 
able for M!M! and has alternate languages 
for Zimrala. 


To use the D6 table, simply roll 3D6, 
with each die representing a digit; do not 
add the results. The first die represents the 
“hundreds” digit, the second represents 
the “tens” digit, and lastly, the third die 
represents the “units” digit. You can use 
different colors or sizes of dice to indicate 
each digit, or just roll a single die three 
times if you prefer. 


Be aware that I made this table as close 
to a strict conversion of the original as 
possible. In other words, it was not de- 
signed to introduce new or different lan- 
guages, or to make this or that language 
more or less common. It is simply a way 
for those of us who prefer D6s to keep the 
D10s out of the picture. 


That said, the gods of mathematics left 
me with three extra dice outcomes, essen- 
tially due to the accumulation of tiny frac- 
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tions of a percent many times over. 
(Something like the “salami slicing” trick 
we saw in the movies Superman III and 
Office Space, only less fraudulent.) So, I 
took advantage of these remainders to 
make a couple of editorial changes: 


¢ Wizard Speech (from older edi- 
tions) is back! If you roll a 664- 
665, you have the opportunity to 
learn Wizard Speech, a telepathic 
ability that bridges all language 
barriers. 

« If you roll a 666, you may 
choose any result on the table. 


If you prefer to retain the purity of the 
original DT&T table, then if you roll ei- 
ther of the above outcomes, you can sim- 
ply roll again. 


So, print out the table on the next page, 
put aside those ten-sided dice, and have 
fun! 
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Roll 3D6 
(1 per digit) 


111-255 


256-333 


334-352 


353-411 


412-421 


422-431 


432-435 


436-441 


442-445 


446-451 


452-512 


513-516 


521-522 


523-532 


533-534 


535-536 


541-544 


545-554 


555-564 


565-566 


611-646 


651-663 


664-665 


666 


MARK WRYNN’S LEARNING A LANGUAGE TABLE (3D6 “digits” roll) 


Language Name Kindred/Location 


oe Humans, hobbs, skeletons (western 
ee Ue ac Rrr’Iff; Southern pa 

: Gargoyles, humans (eastern Rrr’Iff; 
Common (Baribar; Egyptost) Boy Conia phlei ff 


Common (Zhennsh; 


Egyptost) Humans (Zorr; Northern Zimrala) 


Common (Uinni; K’Katab Centaurs, humans (the Maneland; 


Minion*) North Eastern Zimrala) 
Vaarci-den-peritt Elves 
Laaviktt Elves 
Khazad Dwarves 
Khzd Dwarves 
Vetr Dwarves 
Zelh Fire Dwarves 
Uurrk Uruks, urukin 
Khargish Rock Trolls 
Grhargg Flesh Trolls 
Gobble Goblins, etc. 
Gnomick Gnomes, kobolds, some dwarves 
Nehrre Ghouls, Skeletons 
Hroga Ogres, giants 
Olfa Centaurs 
Muu Minotaurs 
S’sharraa Nagas and lamias 


eMlouies poe pu Choose your own kindred not listed 


Animal languages Choose your own animal 


Wizard Speech (reroll if not 
using) 


Telepathy that bridges all language 
barriers 


Choose any result on this 


nn Choose any result on this table 


Learn to speak 
and understand 
(IQ SR required) 


L1SR 


L2SR 


L2SR 


L3SR 


L5SR 
L5SR 
L2SR 
L4SR 
L2SR 


L3SR 


L2SR 


L7SR 


L7SR 


L3SR 


L10SR 


L5SR 


L3SR 


L3SR 
L4SR 


L7SR 


L3SR 


L4SR 


L7SR 


N/A 


Literacy: 
Reading and writing 
(IQ SR required) 


L2SR 


L3SR 


L3SR 


L4SR 


L7SR 
L7SR 
L3SR 
L6SR 
L3SR 
L5SR 


No written form of its own. Usually 
written in Common or Khazad. 


No written form of its own. Usually 
written in Common or Khzd. 


No written form of its own. 


No written form of its own. Usually 
written in Common. 


L12SR 
L10SR 
L10SR (Modern Hroga is seldom 
written. Ancient Hroga exists in early 
inscriptions and books.) 
Generally transcribed in Common. 


Generally transcribed in Common. 


L10SR 


L5SR 


Generally translated into Common. 


N/A 


N/A 


+ Egyptos is the most common tongue spoken on Zimrala. Regional variations, such as accents, are represented on the table. 

+ K’Katab Minion is the language spoken by the mutated humans who serve K’Katab on Zimrala. It is believed to be a linguistic descendant of Trollworld common. 
++ Moon Elves are the only elvish race on Zimrala, as such, a single elvish dialect is commonly spoken there. For play on Zimrala assume both listings here are the 
same elvish language. 
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Never Trust 
Rock Deion 


A short story by Lars Norblad 


(‘Trolletgunnar’ from The Trollbridge) 


No! He was stuck; there was no 
way for him to go either up or 
down. He was trapped, he 
guessed, somewhere in between 
the first and second floors be- 
neath Blue Frog Tavern. What a 
strange thing to do; build all 
these tunnels below a tavern, he 
thought to himself. But then 
again, that innkeeper, the rock 
demon, was an odd one, so 
maybe something like this was to 
be expected. 


It all started a couple of days 
earlier when this sorcerer had 
asked him to map the cellars be- 
low his tower. For some, the 
promised payment would keep 
the ale coming for quite some 
time indeed! Risking life and 
limb, he had managed to accom- 
plish his mission, and in the 
process, he actually met another 
rock demon. What were the odds 
of that happening? Maybe it was 
a relative of Quartz; who knows? 


Anyway, this demon became 
his companion and a very helpful 
one as it happened. He fought 
like a one-demon army! Together 
they mapped and cleared the 
place of evil creatures like 
knuckle dusters and manticores 
and they had several encounters 
with this sect of red-clad monks. 
They were responsible for him 
coming to Blue Frog Tavern, as 
they had forced him to seek shel- 


ter there. These monks were a 
group of lunatics worshipping an 
unknown deity and they pos- 
sessed highly developed pugilis- 
tic tendencies that they aimed at 
him for some reason. Their fer- 
vour was not diminished by the 
fact that some of the brethren 
found a ticket to the other side at 
the end of his warhammer; he 
chuckled a little at that part of his 
reminiscences. But it did not take 
them long to regroup and come 
after him in greater numbers. He 
actually fought a throng of these 
pestering prelates at the thresh- 
old of the Blue Frog Tavern, and 
were it not for Quartz, who only 
agreed to join the fray after a 
promise to buy beers for the en- 
tire tavern clientele, the monks 
would surely have killed him. 


Joining forces, the monks were 
sent running, and after making 
good on his promise, he could 
have left. Only the Trollgod him- 
self knows why he did not. In- 
stead, he started to talk with 
Quartz, and one thing led to an- 
other, as it always does, and he 
ended up accepting yet another 
mission to delve deep and brave 
the underworld. And to think 
that he was actually a bit claustro- 
phobic! After a few rounds, 
Quartz started to talk about an 
amulet; for the life of him, he 
could not remember why, but ap- 
parently it was very dear to the 
demon, and he ended up 
promising to try to help find it. 
As an added bonus, it seemed 
that the thing was important to 
the monks as well, which only 
served to strengthen his resolve. 
Quartz suspected that the amulet 
could be found in the meander- 
ing tunnels beneath his tavern. 
Why did he not look for it him- 
self earlier? That is also some- 
thing that only the great Trollgod 
would know. 


So, beneath the tavern, they 
went. A false ale keg revealed a 
hidden flight of stairs down 
which they descended. Almost 


the first thing that the light of his 
torch revealed, there in the dark 
depths, were the rotting remains 
of humans that came to life with 
the sole purpose of taking theirs! 
This was the first of a series of 
potentially deadly encounters 
that he and Quartz had to fight 
their way through; his trusty 
warhammer found plenty of 
work that afternoon! He was es- 
pecially proud of a combination 
of parades and clever moves that 
enabled him to separate the head 
of a vampire from its shoulders. 
Ah, good times! 


It all went very well until they 
reached a room filled with books, 
scrolls, magic paraphernalia, and 
what have you. On a desk, there 
was a note stating, “Out to lunch." 
Quartz claimed that it was a wiz- 
ard’s den and that they should 
get out of there. Hubris, fuelled 
by Blue Frog Gut Buster, a partic- 
ularly strong grog that he had 
downed before entering the dun- 
geon, made him ignore such sage 
advice. He planned to exit the 
room by getting to a door on the 
opposite side. And lo and behold, 
before he got halfway into the 
room, he began to sink into the 
floor! Quartz however, seemed to 
be one with the rock and could 
cross easily. As Quartz turned to 
help, he heard a noise, and sud- 
denly bolted for the door, ex- 
claiming, "I'm not going to face a 
wizard; I don't want to be turned 
into a newt!” 


Exit Quartz. Exit any hopes for 
him to get out from the floor. On 
the plus side, he did not sink any 
further, but he was stuck. This 
was the last time he would team 
up with rock demons, he told 
himself, and the last time he 
would imbibe ale with an adven- 
turous name! A few meters from 
him, a door opens... 
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7 THE LATEST SOLITAIRE ADVENTURE \ 
FROM TAVERNMASTER GAMES! 


The Kingdom of the Khellad 
Dwarves sits high in the East 
Brahm mountain range and for five 
centuries their Lords have used the 
wealth from mining jewels and 
precious metals to build their cities 
and create engineering wonders, 
Not least of these are their 
skyships: large silver vessels that 
sail the skies, providing security, 
intelligence, and transport. You can 
only imagine what it might be like 
to see one of them up close, let 
alone fly in one... 


AVAILABLE NOW FROM OUR 
DRIVETHRU RPG STORE 
IN PRINT AND PDE 


EASILY PLAYS WITH ANY KEN ST. ANDRE D6 RPG! 


WATCH OUT FOR MORE RELEASES IN 2024, 
INCLUDING ALL-NEW AND UPDATED CLASSIC ADVENTURES FROM 
ANDY HOLMES, SID ORPIN AND DAVID MOSKOWITZ, 
FEATURING ART FROM JEFF FREELS AND SIMON LEE TRANTER! 
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Welcome to Side Quests, a new ongoing feature for TrollsZine. In this section we will present short, compressed GM adventures 
that fill only a page or two, while being loaded with plenty of adventure hooks and ideas. These adventures are designed to be easily 
expanded by experienced GMs into full-sized adventures that can keep the group busy for an entire evening. 

Tonight's adventure is a resurrection of an old one I wrote two decades ago on some forgotten online forum or newsgroup as an ex- 
ample of how to fudge your way through an adventure idea. The concept behind this is to start with a typical and well-worn trope— 
adventurers meeting at a local tavern and getting hired for a job—and then flipping it on its ear midway through. If done right, the 
players will quickly realize that this adventure is not going to go the way they expected. 


Farmer Bob Came a Callin’ 
by Dan Dalton 


Setup 

A local farmer, Bob, rushes into the tavern crying that kobolds 
have stolen his milk cow. Many patrons of the inn laugh and 
mock the poor guy, but if the players listen to him, they discover 
that he and his family need the cow for the money that the cow's 
milk would bring. Not to mention the small calf that the milk 
cow has left behind and the farmer's own newborn (what I’m 
saying, is lay it on thick.) The PCs learn that the kobolds 


The Adventure 

When the PCs arrive at the farm, they find a mix of kobold and 
cow tracks leading into the forest. If followed, the tracks con- 
tinue on for several miles until reaching a clearing at the foot of a 
small mountain or rocky hill. There, they discover the cow tied to 
a tree near the mouth of a dark cave located at the foot of the 
mountain. Scattered about the clearing are piles of bleached, 
gnawed bones. The cow quietly chews its cud, oblivious to its 


fate. The kobolds are nowhere to be seen, but their tracks 
progress into the forest at the other end of the clearing. 


emerged from a nearby forest early that morning, chased the 
farmer and his family away, then untied the cow from a fence 
post and led the creature into the woods. The farmer is too fright- 
ened to go after the cow himself and he begs the PCs to do it. Al- 
though he doesn't have much money to reward them with, he is 
willing to pay them in food or firewood. 


Adventure Hooks and Ideas 
The GM is free to alter the adventure to suit their needs. Everything not mentioned here must be filled in by the GM. Here are some 
adventure hooks and ideas to help expand and flesh it out: The players have several choices they can make once they discover the 
cow. They can untie the cow and return it to the farmer, then go on about their day content with a job well done and a sack full of 
cheese...or they can return to the clearing and... 


1. Continue to follow the kobold tracks back to their lair, intent on delivering justice to these unwashed villains. The kobolds 
live in a small fortress built into the mouth of another cave which lies only couple of miles away from the clearing where 
they found the cow. The cave entrance is completely bricked up with homemade mud bricks and rocks, there is a wooden 
door at it’s base and several small openings near the top. A wooden defensive wall has been erected around the cave entrance 
complete with a gate and sentries stationed along the top. If the group is spotted the sentries will raise an alarm and begin 
pelting the PC’s with rocks launched from crude slings. Gaining entry to the fort is easy as the wall is kobold size in scale at 
only seven feet tall and is not very sturdy. Once the PCs are inside the inner court yard, the kobolds will retreat into their 
cave fortress and bar the door. If the PCs approach the door, the kobolds will throw stones and dump scalding hot water on 
the PCs from the holes above. While the fortress door is very sturdy, the mud brick walls, are not and with little effort, the 
PC’s can push down a section of the wall. Inside the PCs will face 20 kobolds armed with sharp sticks, boards with nails in 
them and wooden swords. Only the kobold chieftain and his larger-than-normal (but still relatively non-threatening) son have 
real weaponry, two small metal hatchets and an ordinary metal short sword and shield respectively. The biggest threat comes 
from the kobold Tribal shaman who can cast all 1“ and 2" levels spells. At the back of the cave The PCs will discover a 
group of kobold females hiding behind their terrified children. 


¢ — If the PCs allow the kobold children to escape, they may grow up and seek revenge on the PCs at a later time, leaving 
the GM an ever-ready adventure option for the future. 


¢ — If the PCs search the cave further, they will discover two small human children in wooden cages under some blankets. 
These children were kidnapped from the nearby towns and may have been intended as either food or sacrifices to 
whatever is living in that cave in the clearing. If the shaman is kept alive he might know. After all what’s he doing with a 
horde so far below his power level? Returning the children to their families may earn the PCs a reward—or additional 
problems. 
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¢ Perhaps someone does not want the children to be found. Maybe the children stand to inherit a sizable fortune but if they 
die, then their guardian, a greedy uncle or evil stepmother, stands to get all the loot. The children are unaware that their 
guardian was involved in their kidnapping and it’s up to the PCs to figure out what’s going on (GMs with a thespian bent 
should show the guardians expressing either too much or too little joy, or just plain hamming it up, at the kids’ return, 
providing PCs some clue.) 


¢ Perhaps the children are not related at all, and the PCs must return them to two different families in two different towns. 
Perhaps there is a connection: consider a Strangers on a Train scenario but with greedy guardians. 


¢ Upon returning the last child, the PCs are accused of kidnapping. Perhaps the child is too traumatized from the 
experience to the point of not remembering their ordeal or losing their power of speech and cannot vouch for their 
rescuers. Kobolds with improvised weapons are only so threatening...but a mob of villagers armed with torches and 
pitchforks, and fueled by so much righteous rage...? 


2. Enter the cave where the cow was found: The PC’s may want to discover why the kobolds are leaving food. Obviously there 
is something living in the cave and the Kobolds are feeding it, but why? Perhaps the thing keeps attacking the kobolds and 
they just want it to leave them in peace, or perhaps the kobolds are worshiping it as a god and are leaving food as a sacrifice 
to appease it. 


¢ The interior of the cave is left solely up to the GM as is the type of creature to use. The cave can be a simple two 
chamber affair with a large dark room beyond the entrance which acts as the lair of the creature, or it can be the entrance 
to a large complex filled with all sorts of nasty things that need killing besides the thing being fed by the kobolds. 


¢ The creature should be big and ugly, perhaps slimy and has tentacles. It could be nocturnal, spending its days in a 
brackish deep pool at the back of the cave, only crawling out at night to search for food. The number of bones scattered 
in the clearing outside the cave suggest the kobolds have been feeding this thing for a long time and it has grown very 
large, heavy, strong, mean and intimidating. Good luck to the PCs who attempt to deal with the creature during the 
daytime: The pool is too deep and too filthy to see anything in it. 


3. What happens if the PCs choose to ignore the creature in the cave? 


¢ Things will happen. Treat the cave as a timed event. Right now the creature is well fed and sleeping, but soon it’s going 
to get hungry, wake up and come looking for something to eat. The cave should be a top priority for the PCs, but if they 
decide to ignore it there will be consequences. 


* Once the cow is returned to the farmer, and the PCs go about their happy lives, maybe even having another adventure, or 
perhaps while dealing with a certain greedy evil guardian or an angry peasant mob. Everything will seem normal but 
then they’ll discover that Farmer Bob’s homestead has been destroyed. Bob’s house and barn are flattened. Bob and his 
family are missing, and pieces of slaughtered livestock are scattered among the wreckage. Large unusual prints lead into 
the forest towards the clearing where the cave is located. Several felled trees creating an easy path to follow. 


¢ GM’s can go the grimdark route and feed Bob and his kin to the creature from the abyss, or you can have them escape 
into a nearby town for safety, to the relief of the PCs until they have to explain why they left such a destructive force 
unchallenged, and decided to keep mum about it. 


4. There is the matter of the cow itself. Is it really so oblivious to the bones around it at the entrance to the creature’s cave? Is it 
responsible for some of them? Could it be responsible in some way for the destruction of Farmer Bob’s homestead? And how 
could a single cow’s milk production be so vital: supporting the family economically and feeding the abandoned calf and 
baby (and what of the human baby’s mother)? 


Anyone wishing to amp up the magic in the adventure could give the milk magical properties: perhaps it promotes growth to 
such an extent that those children in the kobold cave were mere infants when taken just a few days previously and then fed 
the milk. Similarly, any spared kobold children could be full adults with a cup or two... 


Whether the PCs choose to delve into the kobold fortress, brave the depths of the mysterious cave, or simply return the cow to Farmer 
Bob, the adventure is sure to be memorable. As a GM, feel free to adapt and modify this adventure to suit your group's play style and 
preferences. Add new twists, introduce new challenges, and most importantly, have fun and stay tuned for more Side Quests in future 
issues of TrollsZine. Until then, may your dice always roll doubles and your adventures be epic! 
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ZENITH CHTY” 


Monsters! Monsters! setting. 


for Thome iS Pugh’ ‘* 


Zenith City, under the rule of the Nine Dukes has risen to glitter- 
ing heights. Gleaming glass and steel towers soar into the azure 
sky, like blades of old, raised to the heavens: spires to the twin 
gods of commerce and technology. 

The future is bright, the present is positively glowing. And yet 
not everyone is getting their time in the limelight... 

For every pinstriped dwarven tycoon in a penthouse, there are a 
hundred goblins living fifteen to a room in the tenements of 
Batchhook Row. 

For every elf cloistered in a wood-panelled office of the City 
Banks, there are a dozen [bites queuing at the factory gates, des- 
perate for a dime to feed their families. 

The locomotives of Grand Central Station shine with the ambi- 
tion of science, yet only yards away, the soup kitchens are awash 
with the despair of the wretched. 

Discontent is simmering and dark names are being uttered. The 
creatures of the shadows are turning back to powers all but for- 
gotten in this enlightened age. 


The Nine Dukes sit pretty in their mansions, yet in his house at 
R'lyeh dead Cthulhu waits dreaming. 


About Zenith City 


Zenith City is a setting for Monsters! Monsters! Rather than the 
usual medieval-flavoured fantasy this setting draws inspiration 
from the Lovecraft mythos, noir films and the pulp literature of 
the 1920s and 30s. 

You will still find goblins, dwarfs and elves, but they are now 
wearing pinstripe suits, drinking gin and playing craps. Also 
there are a host of new kindred including tcho- 

tchos, beings of Ib and miri nigri drawn from 

the works of Lovecraft; and crabfolk, aglings and hairy 
goiters which are Zenith City originals. 

Like Zimrala and other Monsters! Monsters! settings 
Zenith City looks at things in a back-to-front kind of 
way, with the players taking the parts that would 
normally be considered monsters. But in the 
damned metropolis of Zenith City you are en- 
couraged to ask the question ‘who really are 
the monsters?’ Sure, the formless mass of 

goo lurking in the dumpster and grabbing any- 
thing small enough to eat sounds like a monster. 
But what about the portly dwarf who pays only a 
dime a day in his factory, exploiting the destitute 
masses? The elves may be on the side of the angels, 
but when the angels just voted to outlaw joining a 
union, is that actually a good thing? 

In Zenith City morals are grey, and though the 
old gods might be evil beyond comprehen- 
sion are they really worse than your land lord? 


What Rules to Use? 


There is one official Zenith City adventure published to date, 
Shub-Niggurath Always Rings Twice, and this comes complete 
with quick start rules. They are based on Monsters! Monsters! 
version 2.5 but with some slight alterations to better fit the mod- 
ern(ish) setting. 

Before we are all very much older I plan to bring out Shadows 
Over Zenith City — this will be a full rulebook for two-fisted 
eldritch shenanigans and will come complete with a brand new 
adventure The Bliitchese Falson. Until then these extra rules will 
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provide you with a few more options and some inspiration to run 
your own dark and twisted adventures in Zenith City. 


CHARACTERS 


Shub-Niggurath Always Rings Twice contains character creation 
rules for thco-tcho, goblins, trolls and deep ones plus all the 
kindred from the standard M!M! rules are also compatible. Shad- 
ows Over Zenith City will introduce more kindred than you can 
shake a middling-to-large stick at. In the mean time it gives me 
great pleasure to present for your gaming edification the follow- 
ing kindred. 


Kindred Ability Modifiers 
wn Qu WM LH = ‘e) < 
ae Pas an 
BOSRSORR BG 
Miri Niri xe Il pal pal pil 6A val ee oda oe) ode 
Khepri xl x xl%xl xl xl x% xl x% x2 x% 
Welkinites x% 3 x% xl x% xl xl x2 x% x2 x1 


Miri N igri 


These foul diminutive humanoids were originally created from 

the flesh of toads by the old one Chaugnar 

Faugn. Why he decided on toad flesh as a medium instead 

of something more sensible, like plasticine, steel 
or cheese is a question best left unasked. 


NEA CS They dwelt for many millennia in a 
demiplane within the Duckacre Hills crawl- 
ing over Chaugnar’s body; their minds 
mere apendages to his own. One 
fateful day they were sent on some mission 
into the wider world of Xworff. Outside 
the demiplane their minds became unat- 
tached from that of their master and, as 
empty vessels are wont to do, filled with 
the nearest things to hand. 
Unfortunately for the future of the 
race they were in a car park out 
the back of the Blinking Boo- 
gen Casino & Bar. Material 
desires for gin and strippers 
X and a lucky streak and cheesy 
chips flooded their poor malformed minds. Like 
many whose interests lie in the seedier direc- 
a tion, a lot of miri nigri headed to- 
— wards Zenith City. 
Being small and ugly, even by the stand- 
ards of goblins et al, miri nigri fill many 
niches like valets, burger flippers and book- 


ies. 


Special Ability: Poisonous Secretions. Like their batrachian 
cousins miri nigris’ flesh oozes a slime which contains mind 
bending toxins. Any non-miri nigri who touches their bare flesh 
must take a L1 SR vs CON. This rises by 1 level for every extra 
minute they remain in contact. On a failed save the unfortunate 
soul is subject to hallucinations for 1d6 hours, and takes 1d6 
damage. 


Khepri 


There are reasonably large communities of Khepri living in 
Keezup Duchy, but outside of there the diaspora is mostly limited 
to a couple of streets of the little beetle folk — Zenith City is no 
different, here they cluster around Bumchuckle Street. 

Khepri origins are not really known, most sources say they just 
started turning up one day — the Khepri themselves have legends 
that they are a blessed people and have been put on Xworff to 
save all the other kindred. The trouble is they are a quiet folk and 
generally don’t like to speak up too much. They meet up and 
print pamphlets which they leave in boxes until someone asks for 
one — but no one ever does. 

Physically the khepri are beetle-faced humanoids. There is noth- 
ing about their nature which draws them to evil ways, but people 
make cruel assumptions and they are lumped in with all of the 
other illkin. 

Special Ability. Chitinous Face. Khepri have a natural armour, 
they ignore the first 5 points of damage they receive each combat 
round. 


Welkinites 


Though the skies above Xworff look empty there are actually 
vast diaphanous jungles floating up there — with huge jellyfish- 
like creatures stretching their tentacles throughout the firmament, 
barely corporal cetaceans feeding off pollution, and strange 
squidish humanoids with air bladders on their heads keeping 
them aloft. The worlds above and below did not meet for mil- 
lenia, not until zeppelins and biplanes started reaching ever 
higher and the found them selves pray to miasmic predators. 
Eventually the aviators learned to avoid these areas, and for the 
most part the aerial creatures were happy to be left in peace. But 
the squidish humanoids were more intelligent than most of their 
neighbours, and their interest had been piqued. They floated 
down to the ground and found all sorts of amusements here that 
they had never dreamt of before: sausage rolls, horse racing, ci- 
garettes, tommy guns, black jack... 

These strange creatures, with cephalopod beaks, and a mass of 
tentacles have become known as welkinites, and it is a good of a 
name as any. They weigh very little but can reduce their effective 
weight to less than zero by inflating bladders on their head with 
aetherium, a lighter than air gas produced in their fifth stomach. 
The aetherium is released with an unfortunate flatulent sound and 
smells vaguely of cheese and onion crisps. 

Special Ability. Floating. Welkinites can float at will. By filling 
or releasing gas from their air bladders they can ascend or des- 
cend in height. They can not control lateral movement though un- 
less they have something to hold on to, and are prone to being 


blown away by a strong gust of wind. 

Special Ability. Grab. If fighting unarmed a Welkinite can grip 
its opponent in its tentacles, inhibiting their ability to fight back. 
If the Welkinite rolls one or more 6s on a combat roll whilst un- 
armed they have successfully caught one opponent. That oppon- 
ent halves the value of their combat roll whilst gripped. To escape 
they must pass a STR or DEX SR of a level equal to the number 
of 6s rolled by the welkinite. 


MONSTERS 


“Whoever fights monsters should see to it that in the process he 
does not become a monster. And if you gaze long enough into an 
abyss, the abyss will gaze back into you.” 

— Friedrich Nietzsche 
In Zenith City the exact definition of a monster is pretty vague. 
The player characters (miscreants, as we refer to them in this 
game) are likely going to be more monstrous than those they are 
pitted against. (Really I should have called this section antagon- 
ists — but I’ve made the header now, with all the little dotty bits 
and don’t feel like going back and changing it.) 
Sometimes the miscreants will come up against mindless abom- 
inations that wish only to eat them or drag them into dark dimen- 
sions beyond their ken. Other times the adversaries will be of a 
more mundane nature. 


Hunting Horror 


It was reported that Horace of the Gilded Bucket killed the last of 
the Hunting Horrors way back in the reign of King Karlos the 
Beard. Certainly for a time sightings were rarer, and usually at- 
tributable to alcohol and one-upmanship. But whether Hoarce 
missed a few, or they have since come back from realities un- 
dreamed of by mortal mind, or he was simply a lying toerag, 
Hunting Horrors definitely exist in Xworff. 

They are servants of Nyarlathotep and tend to hang round places 
sacred to his name, but more than one has been sighted over 
Zenith City. 

They look like gigantic serpents with leathery wings and many 
toothed maws. Luckily they are severely affected by light, to the 
extent that street lights will keep them at bay, and full sunlight 
will reduce them to dust. 

MR: 200 (21d6+100) 

Special Ability. Flying. 

Weakness. Light. If a hunting horror is exposed to light it will 
take damage each combat round (or the equivalent time if out of 
combat) as follows: 


Weak — e.g. a torch. 3d6 
Moderate — e.g. car headlights. 5d6 
Full — e.g. electric internal lights. 10d6 
Strong — e.g. dawn, floodlights. 10d6 
Intense — e.g. daylight. 20d6 
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Hoodlum 


Most of the poorer districts of Zenith City are run by gangs. The 
police occasionally show their faces, but usually just to pick up 
their backhander. A certain kind of order is kept though, with 
those who transgress duffed up by pig-ignorant thugs on the (of- 
ten arbitrary) orders of the local mafia don. 

It is quite likely the miscreants will cross paths with these low- 
level hoodlums and by no means impossible they will end in fist- 
icuffs. 

MR: 30 (4d6+15) 

Special Ability: Blunt Force Trauma. If a hoodlum rolls one or 
more 6s when making a combat roll, one target in melee with 
them must make a SR vs CON. The level of the SR is equal to 
the number of 6s rolled. If they fail they are knocked unconscious 
for d6 x 5 minutes. 


LOCATIONS 


Zenith City is full of bizarre and unsettling backdrops for adven- 
tures — from the crusty back alleys of the poor districts to the 
gleaming steel and glass of the human, dwarf and elf quarters. 


Lake Titty Ha-Ha 


Many eons ago there was a dark and seemingly bottomless 
chasm, which stretched to the very bowels of the earth. As the 
rain filled it with inky waters, all manor of eldritch entities called 
it home. To the beings of Ib it was known as the Black Depths of 
Tormentous Oblivion and they worshipped the tentacled be- 
hemoths which his from the sun in its waters. 
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But then this part of the world became subsumed into the sprawl- 
ing metropolis of Zenith City. “Oooh,” said some urban planner, 
“this patch of scrubland would make a nice park — all we need to 
do is build a couple of concession stalls, maybe a pagoda or two. 
We could put some pedalos on that lake, it’ll be a nice place for 
the oppressed to stretch their legs and forget about fomenting re- 
volt.” And so Ib Park was set up — and some wag renamed the 
water Lake Titty Ha-Ha. 


Misaktonic Arts College 


There are a certain subsect of the ‘good’ kin who like to play at 
being ‘eldritch.’ They dress up in robes with strange embroidered 
designs and chant nonsense round a tilly lamp — before going 
home to Mummy and Daddy to have high tea served by a maid 
who actually has an uncle who once lost Z5 to an ancient one ina 
game of cribbage. 

The play actors are typically teenagers — and most go on to lead 
nice little lives as insurance brokers or hedge fund managers. The 
Miskatonic Arts College serves as a centre for these rebellious 
wannabes — its liberal arts courses attract adolescents with a pre- 
disposition for courting attention. 

Although it is not unknown for students to occasionally stumble 
upon some real magic, it is exceedingly rare. Most just create ab- 
stract art of genitals or form a jazz quartet. Many think bringing 
on the end times would be preferable to having to sit through an- 
other three-hour trumpet solo. 

The Fat Moss quartet are MAC alumni and although they are ru- 
moured to have dabbled in all sorts of things in their youth they 
now sell out theatres at 430 and are very much a part of the es- 
tablishment. 


The Rat & Radio - Bar & Grill 


The Rat & Radio is held by many to be the border between the 
‘nice’ parts of Zenith City and the parts where the ‘other folk’ 
live. ‘Don’t go south of the Rat’ is a common parental warning 
for the city’s youth. Adventurous teenagers, often students at the 
Miskatonic, argue (to themselves) that the Rat itself is not south 
of the Rat. And so, they are terrible outré and drink at the famed 
goblin bar — usually wearing headwear that is ironically out of 
fashion and not talking to anyone they don’t see everyday in The- 
ories of Post-Transcendence Pottery class. 

The landlord of the Rat is Runny Colin, a goblin with a sound 
business mind. He employs what he likes to refer to as ‘dress 
setting’, ie other goblins to do ‘gobliny’ things, such as 
fight over a chicken leg and bite each other. 


PLOT flOOKs 


There are constant tensions between the self pro- 
claimed good kin and the down trodden masses of 
Zenith City. As a GM you can draw inspiration for 
adventures from the background your players 
provide for their characters, from old noir films, 
from pulp books, from classic fantasy tropes (with a 
twist of course) and many other places. 

Here a few more ideas to get you started. 


The Hungry Moon 


As a rare celestial event approaches, rumours spread 
throughout Zenith City of a curse that will grant un- 
earthly powers under the light of the hungry moon. 
Ezekiel Brass is determined to stop anyone completing the 
rites, but other powers in the city want to take advantage of the 
old magics for themselves. 


Turf War 


A clandestine conflict erupts between rival factions vying for 
control over Zenith City's criminal underworld. As tensions es- 
calate, the players find themselves caught in the crossfire, forced 
to choose sides or forge their own path amidst the chaos. How- 
ever, they soon discover that other forces are manipulating the 
conflict for their own sinister purposes. 


The Forgotten God 


A long-forgotten god awakens from its slumber beneath Zenith 
City, seeking to reclaim its lost power and exact vengeance upon 
those who betrayed it centuries ago. The players, drawn into the 
god's machinations by fate or circumstance, must uncover the 
truth behind its awakening and decide whether to aid or oppose 
its dark designs. 


The End of Times 


A prophecy foretelling the end of Zenith City looms on the hori- 
zon, sparking panic and paranoia among its citizens. None of the 
various cults of eldritch gods have claimed responsibility though 
and as the miscreants investigate everything points to city hall 
starting the rumours. 
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MORE 


The header for this article promised ‘more’ and I am nothing it 
not a man of my word. Here are two new spells and one new 
weapon. 


Psy chobabble 


Level: 5 
Cost: 15 WIZ 
Range: 10ft 
Power up per level: Each additional 
level doubles psychobabble’s range 
and increases the target’s SR level by 
1. 
Description: Unleashes a _ caco- 
phony of dissonant sounds that re- 
verberate through the air, disrupting 
spells and abilities cast by enemies. 
All spellcasters must make a L3 SR 
vs INT (L5 if they have an active 
spell). If they fail any active spell is 
countered and the spell caster may 
not cast any more spells for d6 com- 
bat rounds. 


You Can Say That Again 


Level: 3 
Cost: 10 WIZ 
Power up per level: Doubles the specified 
duration. 
Description: The Miscreant specifies a time 
range of 1 hour (e.g. from half three to half 
four yesterday). They can hear all noises that 
were made within hearing distance of their point during that time. 


Stun Bolt Gun 


Also known as a captive bolt gun these weapon are used in 
slaughter houses to kill animals. The muzzle his placed in contact 
with the target — and when the trigger is pulled a pointed bolt is 
propelled out — but remains attached to the gun. Due to being rel- 
atively quiet and also pretty grisly they are a popular choice with 
mob ‘dispatchers’. 


Name Damage Special Rules 
If the wielder of the stun gun wins 
Sinn Bol’ Gun 2d6 the combat, they deal an additional 


3d6 damage to a chosen target 
within the melee. 
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Ken St.Andre was inducted into the Origins Hall of Fame and is one of 
the last of the first generation of role-playing game designers still working 
on the classic games he created. Find our more at 
www.monstersmonsters.org 


Get tons more Ken St.Andre solos, rules and adventures at: 
https://www.drivethrurpg.com/browse/pub/9559/Trollgodfather-Press 


